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CHAPTER ONE 


NOTE NOTE 


ENDERS 


In the 22nd century, the area 
of human inhabitancy has 
stretched beyond the lunar 
orbit of Earth, to the surface 
of Mars. Humankind has also 
established a satellite colony 
orbiting Jupiter, named 
Antilia. The laborers who live 
and work at Antilia are 
referred to in a derogatory 
manner as “Enders.” 
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BAHRAM 


Bahram is the fanatical Martian 
military force that has declared 
its independence from the 
UNSF (United Nations Space 
Force). Hijacking military and 
space colony installations, the 
ruthless group is currently in 
the process of capturing and 
utilizing the terrifying mobile 
space combat units known as 
Orbital Frames. The squad 
attacking Antilia is led by five 
human pilots, mobilizing sever- 
al dozen squadrons of remote 
control units to establish domi- 
nance over the colony’s meager 
policenaut forces and to secure 
their own objectives. One 
objective is to capture the 
Orbital Frame found by Leo 
called Jehuty. The other objec- 
tive remains.a mystery... 


‘Dur miaaion ta time ie to eecure thet 
{eo pane Fach 6 (0 dentroy them. 






Leo is.14 years old, and the main character of 
the game. Recently transplanted to the colony 
by his father, Leo has always felt estranged 
from his parents and peers alike. 


The only “friends” he has been able to make 
are a gang of bullying Enders. In an effort to 
impress them, Leo suggests that they steal 
abandoned military hardware from a UNSF —ppeeeee 
Factory facility to play with. During the infil- 
tration, they are caught by security guards and 
confined. When Bahram forces attack, Antilia 
instantly turns into a battlefield. The bullies 
Leo has made friends with are killed right 
before his eyes. While part of him is glad that 
he won't be pushed around anymore, he is still 
anguished that his lack of action cost them 
their lives. 





Hiding inside the military warehouse, Leo 
stumbles across the reason for the hijack: The 
massive humanoid flying weapon, Orbital Frame 


model “Jehuty”. Accidentally falling into the 
cockpit, he must rely on the instructions and 
assistance of the onboard flight navigational 
system, ADA. Jehuty is now Leo’s only means 
of survival, and the only way to end the raid 
on Antilia before more innocent lives are lost. 


CHAPTER 1: CHARACTERS 


Another 14 year old living in the colony, Celvice is the 
only “true friend” Leo has been able to make. Celvice 
spends most of her time working as a volunteer helping 
orphans on Antilia. While she likes Leo, she can see that 
he needs some guidance in choosing friends and doing 
the right things in life. 


During the hijack of the colony, Celvice becomes unwit- 
tingly drawn into the conflict. She acts as Leo’s sense of 
conscience, directing him to protect the colonist sur- 
vivors rather than obey ADA’s cold sense of duty. 





old 








Viola is the 22 year old pilot assigned to capture Jehuty. 
Her mission is accidentally thwarted by young Leo, and 
Viola is personally insulted. She quickly becomes Leo’s 
nemesis. 


Viola pilots the advanced Orbital Frame model “Neith”. 
In this sleek and deadly craft, Viola places herself at the 
front line and recklessly pursues her enemy. 


Although her motivations remain unknown, it is certain 
that she has strong feelings of resentment and sadness. 
She seeks only to find a valid battle in which to die, and 
to take a whole lot of innocent people with her. 



















Other Cheroecters 


As the leader of the Bahram assault forces attacking 
space colony Antilia, Nohman commands the others. 
Stationing his subordinates in key strategic locations 
of the colony, he effectively prevents anyone from 
interfering with his plans. Logical and stoic, he is an 
ace combat pilot and a serious threat to Leo’s sur- 
vival. Nohman pilots the Selkis. 





Although light-natured 
and a cheerful prankster, 
Slash has a savage 
appetite for destruction. 
Piloting the massive 
Orbital Demolition Unit 
model “Tempest”, Slash 
brews a firestorm of death as he destroys entire city 
blocks and extinguishes countless lives. 








Piloting the mobile cannon 
model “Tyrant”, Axe is as 
reckless as Viola without 
the sense of self-destruc- 
tiveness. Egotistical to a 
fault, he believes he cannot 
be defeated. 





The pilot using the code- 
name Nightraid pilots the 
Orbital interceptor craft 
called “Nebula.” He is a 
combat ace and a veteran 
of several operations, and 
has a perfect kill ratio. He 
makes it very difficult to counter his attacks. 





CHAPTER 2: 


ORBITAL FRAMES 


Orbital Frames are the instruments of peacekeepers and terror- 
ists alike. All frames can be operated by learning a few simple 
control functions. 





BASIC FRAME OPERATION 

Left Analog Move forward, backward, left, right 

Right Analog Angle camera, Ai ith cros 

Triangle Ascend 

x Descend, Cancel menu function 

R1 Energy Shield 

R2 Thrusters 

1 

L2 Switch Lock-on 

Square Attack 

Circle Use Sub-weapon/ and throw 

enemy, Confirm menu selection 

START Pause, Open main menu. 

SELECT Exit game from Pause Menu (Only 
in Versus Mode) 
Cycle through sub-weapons, Move 
menu cursor 

ERATION MENU CORPLETE 


D-pad Up, Down 





Each Orbital Frame type is capable of high-powered special 
attacks that are unique to each model type. A frame runner may. 
execute up to four special attacks with any type of Orbital 
Frame. Special attacks commence by the pressing of a certain 
combination of buttons by the frame runner. These attacks dif- 
fer depending upon your frame's distance from the target and 
whether your frame is moving or stationary. 


By learning the various attacks that all frames are capable of, 
you will have a greater understanding of the attacks which may 
be encountered, and you can be ready to deflect them or insti- 
gate countermeasures. Also, it is important to learn the special 
attacks of each frame, even enemies, so that you can operate 
any frame in Versus Mode like a professional frame runner. 


ATTACK TERMINOLOGY 

Control Distance from Target 
Combination Short-Range Long-Range 
R2 + Atta Dash Slas' Dash Shot 
SER Burst Shot 


Moving 
R ck, Stationary 








ON 





Jenhuty 


Jehuty is an Orbital Frame, a 
gigantic flying battle armor 
designed to be the ultimate 
combat weapon. It has 
advanced maneuvering and 
combat capabilities over the 
regular mass-produced frames. 
Utilizing an orbital field, 
Jehuty is able to float above 
the ground or fly long distances. Jehuty is a completely adapt- 
able frame, with an Advanced Data Analysis (ADA) system 
installed in the cockpit. The artificial intelligence is capable of 
making a swift assessment of any situation, and will guide the 
frame runner into making decisions appropriate to completing 
missions effectively. The system and hardware are designed to 
download any required files from local colony database servers, 
using a digital optic lens fitted on the left arm of the frame. 
With this added function, Jehuty can obtain drivers necessary 
to fire any weapon type. 








The standard long-range attack is 
a spray of three regular shots. A 
low-powered attack, but enough 
to cause an enemy to raise their 
shields. 


The standard short-range attack is 
a slash from the arm saber. 
Continuous tapping of the Attack 
button commands a side-to-side 
slashing motion. 


Jehuty’s long-range dash attack is 
initiated by pressing R2 and Attack 
while moving. A volley of homing- 
missiles is fired at the target. May 
cause serious damage to the 
environment. 


The short-range dash attack is ini- 
tiated by pressing R2 and Attack 
while moving closely around the 
target. The frame dashes swiftly at 
the enemy and delivers a more 
powerful slash with the arm saber. 











on ack, 
Jehuty uses its energy field to 
create a large orb of power, then 
hurls it at the opponent. Inflicts 
a tremendous amount of damage. 
May strike more than one oppo- 
nent in close proximity. 
Unblockable attack. 





For the short-range burst attack, 
Jehuty spins, swinging its arm 
saber in a complete circle around 
it, doubling the damage with the 
power of its energy field. All tar- 
gets in range are hit. Unblockable 
attack. 


Jehuty can grab an enemy and 
then throw the enemy at walls, 
structures, the ground, or even at 
other enemies. Jehuty will release 
the captured enemy if struck. 


Special weapons can be used 
when the appropriate drivers have 
been installed in Jehuty. Special 
weapons also require ammuni- 
tion, which must be obtained 
from item boxes or by defeating 
enemy squads. 





Jehuty can repair itself quickly 
and automatically by obtaining 
Metatron Ore. Jehuty can also 
use the parts of defeated ene- 
mies to repair itself, though such 
instances of perfect compatibility 
are rare. 





A mass-produced Orbital Frame, 
Raptors are the most common 
unmanned battle weapon encoun- 
tered in the mission. Possessing a 
keen AI (Artificial Intelligence) 
along with excellent evasive and 
counterattack capabilities, Raptors 
are not to be underestimated even 
are plentiful. 


















of precise and adept killing machines on a search and destroy 
mission. They can utilize a variety of weapons and attacks, and 
should be targeted and eliminated first in any squad. 












































The standard long-range attack of the 
Raptor is to fire a Javelin at the enemy, 
a heavily-damaging missile which fires 
in a short-range arc. 


The standard close-range attack is a 
side-to-side slash with its dual laser 
swords. 


The long-range dash attack of a Raptor 
type is the release of a Geyser, a 
swarm of small devices that land on 
any surface and generate laser beams 
across the area. 


The short-range dash attack of the 
Raptor is a supercharged laser slash, 
with the Raptor using its orbital ener- 
gy field to power the blow for extra 
damage. 


The long-range burst attack of the 
Raptor is to fire a Bounder, a special 
weapon that bounces off of a surface 
and then adjust its course to head 
straight at the target. 


The short-range burst attack of the 
Raptor is to slash at its target with 
both laser swords, bisecting it. The 
attack is powered by the frame's : 
orbital energy field, and is unblock- — 
able. 
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Like Jehuty, the Raptor is capable of 
“grabbing” its target in an energy web 
at close range. Then it will kick away 
the subject upon release. 





A Mummy Head is an Orbital 
Frame with a massive built-in 
shield. The added weight greatly 
reduces the maneuvering capabili- 








Engage all Raptors at close range, one at a time. Lock-on to a ties and speed of the frame, but 
Raptor and fire regular shots at it continuously as you approach. the powerful medium-range 

The Raptor will raise its shields in defense, rendering it immobile weapons installed into the system 
and incapable of firing a Javelin or Bounder. Higher level Raptors compensate for this loss. 


will deflect close-range slash attacks with their energy shielding. 
Perform a burst slash (R2 + Attack when stationary at close- 
range), which will negate the energy shield. 


Utilizing twin Halberd weapons that can be extended over a 
moderate distance, Mummy Heads can wipe out large areas of 
building structures and continuously cause massive damage to 
Since Raptors tend to be destructive to the colony and to targets in range of their beams. 

property, always engage squads that contain Raptors first, - 
and always eliminate these enemy frames above all others. - 4 = ano 


A Mummy Head's standard attack 
at a distance or close-range is a 
spray of machine gun shots. This 
spray can be easily blocked with 
an energy shield, and decreases in 

power at longer range. : 





This is the partially-damaged 
Raptor used by Leo to enter the 
EPS.2 facility under remote 
control. However, it becomes 
unlocked for use in Versus Mode 
when the game is completed twice. 


Their dash attack consists of 
extending twin Halberds over a 
medium range. The frame becomes 
stationary, but may rotate and 
swing the Halberds in any direc- 
tion, damaging and destroying all ~ 
that the twin beams touch. 





Soeci 
Feotur 





The special attacks of the Single 
Sword Raptor are exactly the same 
as a normal Raptor, and are all 
executed in the same manner. The 
two differences are that it has 
only the one laser sword and its 
combo slash attack will penetrate 
a shield on the third strike. 
















A Mummy Head's burst attack 
releases two large burst shots. The 
twin shots converge on the target, 
and cause greater damage at a 
shorter range. 














The tactics for destroying a Single Sword Raptor are exactly the The frame’s weak point is range. Jehuty has a much longer firing 
same as other Raptors. range and much swifter maneuverability than a Mummy Head. So — 
keep Mummy Heads at a distance and launch burst shots and 
dash shots at them. 
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Cyclops are frames that specialize 
in melee combat. Using energy 
cubes built into the ends of their 
arms, Cyclopes are programmed to 
engage targets at extremely close 
range and pummel them into sub- 
mission. 


Programmed only to fight with 


targets in melee style, the Cyclops must approach its target from 
a distance. This is its greatest weakness, and it can be destroyed 
before it reaches proper attack range. 





The standard attack of Cyclops is 
a powerful jab. These can be 
blocked with an energy shield. 


Cyclops does a dash attack, flying 
quickly around the target and 
delivering a powerful punch to the 
side or the back. 


The Cyclops’ burst attack is a 

power punch, which causes major 
damage to the target and cannot 
be blocked with an energy shield. 


Cyclops types are also capable of 
grabbing their target and knock- 
ing it into structures and walls for 
extra damage. 








burst_shots to annihilate them. Cyclops frames will swiftly 
apprpach the target and engage at short distances. They pose no 
tHreatjto the environment and they do not destroy buildings. 

They should be the lowest priority for elimination by Jehuty. 











Cyclops are only adept at close-range combat. Use dash shots and 





Tempest is a massive demolition- 
type Orbital Frame. The sole pur- 
pose for which this frame was 
designed is the destruction of prop- 
erty and military installations. 
Tempest is run by the wisecracking 
Slash. While Slash has a savage 
hunger to spread destruction and 
despair, he is not a combat pilot 
and does not have the training to 
engage a combat Orbital Frame. 

















Tyrant 


The Tyrant is a massive beam can- 
non type Orbital Frame. The main 
purpose of this weapon is to fire 
upon air forces from the ground, 
but it can also be converted into a 
transport craft. 








The Tyrant is piloted by Axe, who is 
known for taking unwise risks and 
for losing his composure. Perhaps 
this weakness can be utilized? 
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Nebduld 


A flight model built to attack from 
the air, the Nebula is an advanced 
combat Orbital Frame. Equipped 
with twin tentacles, Nebula can 
destroy everything in a wide radius 
around the craft. These tentacles 
also provide a certain invulnerabili- 
ty to the entire craft, by bending 
the field around the frame while 
maintaining a constant energy 
shielding. 





Piloted by skilled air battle veter- 
an Nightraid, the Nebula is capa- 
ble of maintaining dominance over 
an airspace indefinitely, and even 
poses a serious threat to a more 
advanced model such as Jehuty. 


You 
rw go wy 2 you 





Neith 


The sleek feminine Type C Orbital 
Frame called Neith is a near-perfect 
weapon, possessing greater maneu- 
vering and attack capabilities than 
the Jehuty model. 





Piloted by Viola, Neith becomes an 
invulnerable target spreading mass 
destruction on a global scale. But 

perhaps the off-balance personality 
of the pilot can be exploited as a weakness? 


pecial Attacks a 





The standard long-range shot attack 
of Neith is a three shot spread, 
fired from the right arm. By quickly 
double-tapping the Attack button, 
this becomes a wider five shot 
spread. : = 



























The standard close-range 
slash attack uses either of 
the two blades mounted on 
each arm. Double-tapping 
the Attack button produces 
a back-and-forth slashing 
motion with both arms 
exchanging swipes. 









The long-range dash shot 
attack of Neith fires a trac- 
er homing device at the 
target, which is immediate- 
ly followed by a large 
energy shot. 

















The short-range dash slash 
allows Neith to swiftly 
charge at the target and 
deliver and single blow 
powered by the orbital 
energy field of the frame. 
Increased damage is a 
result. 
















The long-range burst shot 

is a large energy orb creat- 
ed by Neith, accumulated 

by focusing the orbital sues 
field into a single mass 
and throwing it at the 

target. 






























The short-range burst slash 
allows Neith to penetrate 
any energy shielding, deliv- 
ering massive damage to 
the target. 


Neith is capable of captur- 
ing an enemy frame. Like 
Jehuty, it can then aim and 
launch the captured frame 
at the surroundings. 
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The Neith frame is nearly impo: 
sible to destroy. Even if the 
frame takes an incredibly large 


amount of damage, the onboard 


system is programmed to main 


tain some semblance of the for- 


mer unit by keeping all parts 
contained within the frame’s 
energy field. In this case, the 
damaged arms of the mech are 
being used by the frame runne! 
the enemy. Due to the heavier 
frame required to keep all the 


FRAMES 


S- 


ras elongating whips to strike 
drain on the energy field of the 
parts of the unit contained, the 


frame will function at a much slower speed, and may have slow- 
er reaction times. 








The standard long-range attack is 
a spread of six shots fired from 
both arms. Quickly double-tapping 
the attack button fires an eight 
shot spread. 


In the standard short-range 
attack, Zombie Neith whips the 
target with her damaged arms, 
the floating parts of which are 
held and controlled by the frame's 
orbital field. 


With the long-range dash attack, 
Zombie Neith fires a trailing 
energy shot at the target which 
detonates on the enemy frame's 
backside. 


For the short-range dash attack, 
Zombie Neith charges after the 
target and whips them with both 
arms. 


The long-range burst attack is a 
ring of six energy orbs generated 
from the orbital field holding the 
arms. This attack works at 
extremely long range only, and 
the six fireballs converge into two 
more powerful ones that strike 
arge ich side. 















Zombie Neith sends the target 
reeling with a single, high-pow- 
ered whipping that cannot be 
blocked. 


Zombie Neith is still capable of 
grabbing a target with the arms 
of its energy field. 


7N | es) 


This mysterious Orbital Frame has been developed and tested in 
a separate portion of the Antilia space colony. The Anubis model 
frame is equipped with a greater number of propulsion rockets, 
geared to run in silent stealth mode. 





‘You ae contin 





protrs 


Enhanced with stealth optic camouflage capabilities and a more 
highly tuned orbital energy field, the Anubis can make itself 
seem to teleport from one spot to another nearby, completely 
evading most modern lock-on technology. Anubis is additionally 
equipped with a Metatron battle lance which can pierce the hull 
of any surface made of any material. Anubis represents the next 
stage of Orbital Frame evolution. 
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CHAPTER 3: 


DIFFICULTY SELECTION 


Beginning a game, you have four difficulty options: 


Easy: For players who have never played this sort of action game before. 


Normal: For players who have played action games before, or have had a lot 
of experience with action games. 


Hard: For players who have played the game once or twice before. 
Very Hard: For players who have a death wish. 


The difficulty setting you select also determines the maximum Overall Evaluation ranking that you can receive at the end of that game. 
For example, the highest rank one can achieve in Easy Mode is C, the highest in Normal Mode is a B. Only in Hard Mode can the player 
achieve an A. Very Hard offers the opportunity to get an S...good luck! 


Jehuty is a more advanced Orbital Frame because it is capable of downloading and using programs 
of various types. Programs can include modules that allow Jehuty to detect enemies using stealth 
or hidden objects. Jehuty can also download drivers for various weapon types, allowing it to fire a 


i f Device evr lor the ute of 
variety of sub-weapons. IAVELIN. 


In order to download programs, Jehuty must obtain them from local servers in areas of the colony. 
Due to the invasion, servers are usually locked by enemy frames. The enemy must retain the 
Passcode for the server in order to make sure it stays locked. Look for enemy.squads marked “PASS- 
CODE”. When you eliminate that squad, you will receive the passcode they hold and be able to 
unlock the server, Sometimes, you may have to travel to a different area to find it. 


The following table lists each pro: or driver, what they do and where to obtain them: 
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Program Location age : Description 

monitor.fcmd FACTORY.1 The Scouting Mode Module. f 
qlobal.fcmd FACTORY.1 ce The Flight Mode Module. 

javelin.drvr TOWN.1 Driver for the use of JAVELIN. E 
phalanx.drvr TOWN.2 2 Driver for the use of PHALANX. f 
mummy. drvr 2, MOUNTAIN.1 Driver for the use of MUMMY. i 
antilia.info FACTORY. 1 EPS System Data. 

sniper.drvr TOWN.2 Driver for the use of SNIPER. : 
aevser.drvr CITY.1 Driver for the use of GEYSER. i 
halberd.drvr ° EPS.1 Driver for the use of HALBERD. k 
rap ctrl.fcmd EPSet Raptor control module. 

detector.fcmd EPS.2 Anti-stealth module. 

comet. drvr CITY.2 Driver for the use of COMET. 

vaccine.exec FACTORY.2 Virus removal program. 

(clcteronyAclaus FAGKORV2ens one ree eee ee Driver for the use of DECOY. 

gauntlet.drvr EPS.2 ’ Driver for the use of GAUNTLET. } 
bounder.drvr MOUNTAINS __ Driver for the use of BOUNDER. 


seeleer 
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SUB-WEAPONS 


wee 


Some sub-weapons are equipped with their own driver program. Mummy and Sniper are two that 


are in this class. 


Jehuty is capable of expanding its arsenal by download 
device drivers for various “sub-weapons”. To use a sub- 
weapon, you need to obtain the proper driver and also 

==seme ammunition for the device. The equipped sub-weapon 
is shown in the bottom right corner of the display. 


JAVELIN 


aie 


The Javelin sub-weapon is the 
same as the projectile that is fired 
in an arch by Raptors. While it 
does heavy damage, it can be 
really tricky to aim at speedy ene- 
mies. However it will penetrate an 
energy shield. 


— 
=> 
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The Phalanx is like a rapid fire 
machine gun. According to the 

| menu description, control of range 
and power are pressure-sensitive. 
But it really works when an enemy 
is too close for comfort and you — 


want to knock them back a bit. 


Fag See ieee 


Sub-weapons can be equipped by opening the Weapons 
sub-menu from the Main Menu and selecting them, or you 
can press up or down on the Dual Shock2 controller's D- 
pad to scroll through your sub-weapon collection. The first 
method is the best way to equip sub-weapons, especially 


in the heat of battle. 


SNIPER 


| SUB-WEAPONS 


(aM 

<a 
One of the sub-weapons required 
to progress in the game, this also 
comes in handy for destroying 
Porters scattered around an area 
and for agitating enemies from a 
distance, so that they move 
toward you and away from build- 
ings or civilians. Aimed using the 
Right Analog Stick to place the 
crosshairs on the desired target. 


Scatters a field of laser trip mines. 
around an area, on surfaces. Good 
to use as you are dashing away 
from an enemy, low across a 
surface. 


SARE SR A oN i 




















A large energy sword that extends 
when you press the 

CIRCLE button and retracts when 
you press it again. Jehuty becomes 
stationary when it is in use, but 
can swing it in all directions using 
the Left Analog Stick. The Halberd 
is extremely good to use against 
Mummy Heads. Consumes quantity 
while extended. 





A controllable energy shot that 
homes in on enemies for a 
moment. When fired at fast-mov- 
ing opponents, this ball of energy 
follows them and nails them. 
Seems to be stronger when used 
at closer range. 





A defense weapon that generates 
an electronic replica of Jehuty. 
Enemies that rely on sensors: to 
attack, such as most enemy 
frames and Tyrant, will target the 
decoy instead of Jehuty. This 
allows Jehuty to escape or sneak- 
attack the enemy from a different 
angle. The decoy will disappear as 
soon as it is hit. 


MIETATRON ORE AND 





whe 


REPAIRS 


Metatron Ore is the substance required to repair Jehuty. Jehuty’s structural integrity is compromised by taking hits in battle. As soon as 
Metatron is consumed, Jehuty will make repairs automatically. Jehuty will be completely restored to optimum integrity each time you con- 
sume a Metatron Ore, raising the green bar in the bottom corner back to full. 


Metatron Ore can be obtained by extracting it from blue cubes in any area. 
You should avoid extracting Metatron from a cube if Jehuty is already in top 
condition, or it is wasted in the process. 
















A medium-ranged projectile that 
curves at the target. When used 
on multiple enemies, it will 
bounce off of one and hit anothe: 
with an equivalent amount of 
impact damage. 






















An incredibly damaging weapon 
that bounces off of a surface, 
then straight at the targeted 
enemy. Best used in corridors 
when altitude is low to the 
surface. 


This is a shield just like those 
equipped on Mummy Head ene- 
mies. While the CIRCLE button is 
pressed, Metatron will be gradu- — 
ally restored and some slight 
protection against damage will 
be granted. 








Enemy squads will be marked as possessing Metatron. If you are in top ae 
condition, try to avoid fighting this squad until you have taken damage 

in battle with other squads. The Metatron will be obtained from the squad 
ou defeat them in battle. — 


























in a squad will drop Repair kits. 
This is a random occurrence. 
When a Repair item is obtained, 
it restores about 25% of Jehuty’s 
structural integrity. 


Menu 


After the monitor.femd program 
is obtained, the Main Menu can 
be opened by pressing the START 
button. This is an essential part 
of completing your mission. 


The Weapons sub-menu gives you 
a complete list of all the sub- 
weapons that have been obtained, 
and the amount of ammunition 
currently possessed for each. By 
selecting a sub-weapon and press- 
ing Accept, you will equip the 
sub-weapon immediately. 


When you open the Programs or 
Passcodes sub-menu, you can 
review which programs and pass- 
codes have been obtained and 
learn more about their functions. 
Every time you obtain a passcode, 
you should open this menu. Each 
passcode tells you exactly what it 
is for and what area to use it in! 





After the global.femd module is 
obtained early in the game, 
Jehuty may enter flight mode. 
This allows you to leave one area 
and move on to the next. 
Perspective switches from “local” 
to “global”, where all the areas 
of the colony are displayed far 
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the global perspective, simply fire 
your thrusters and move toward an 
area. When you get in range, a line 
will connect Jehuty to the entry 
window, and the distance will to 
the window will be indicated. Press 
CIRCLE while in range and Jehuty 
will enter the area. 


Mission 


Select this option and ADA will 
remind you what your next imme- 
diate goal is in the mission. The 
database is also full of useful tips 
for completing the mission with 
greater efficiency, so access this 
option at least once in each area 
that you travel to. 





The GPS Map 


The map of the area will also 

be displayed. Enemy squadron 
locations and flight paths are 
displayed on the map. Enemy 
level is also displayed in numeri- 
cal form, and.any items they are 
carrying. Some enemies are 
marked with various codes, and 
this denotes what important items they carry and other special 
notes about the squad. Cones represent local servers in the area. 





MAP KEY 
MARKING 
M 


3) 


Blue cu 
Ammo or Passcode 


Red cube 


Red cor Lock 
Green cone S. 





ver can_be unloc 


sana 








LeveL 


FRAME 





Displayed beside Jehuty’s struc- 
tural integrity indicator is your 
current combat level. Jehuty 
starts at LV. 1, and its level 
increases automatically when 
you kill enough enemies. When 
the frame level increases, 
Jehuty’s normal attacks become 
stronger and attacks from enemies do less damage. A certain 
chime sounds off when the frame levels up. 


Ss) \V,|=7- a 
MANEUVERING 
AND TRICKS 





In addition to the special attacks and features of Jehuty that 
are listed in the previous Orbital Frames chapter, there is 
another maneuvering trick you can do while fighting in close 
combat situations. 


With Jehuty’s speed, you are 
capable of outmaneuvering reg- 
ular enemies and positioning 
yourself behind them. First you 
must strike an enemy to catch 
them. off-guard, and immediately 
press the Left Analog and hit 
R2. You'll be amazed to watch 





Jehuty fly around the enemy, giving you a chance to land an 
additional blow from behind! 






SOS Missions 









SOS missions are intense diver- 
sions from the main objective, 
where civilian lives are in your 
hands. Once you heed the SOS 
call. and move to the area, you 
must destroy all the enemy 
squads in the area without 
allowing them to damage any 
‘tdi ‘i : 























ZON ae eS 


. ( ae 
BUILDINGS DESTROYED AIS After all the enemies in the 


area have been eliminated, you 
will be evaluated on how well 
you performed. The highest 
rank is an “A”, and the lowest 
is an “E”. You will receive an 
“KX” rank only if less than 10% 
of the structures in the area are 


SURVIVORS 100.0 % 





damaged, and only if 100% of the population survives. You will 
receive an “E” rank automatically if you do not heed the SOS 
call, or if all of the civilians are killed during the battle. 






SOS missions are denoted with 
the orange color for missions 
and global map locations. Keep 
an eye out for this change. 


Here are some things to keep in mind about SOS missions: 


Enemies that continually move along flight paths will 
randomly fire at buildings and civilians as they move. 


Enemies that do not register a flight path are station- 
ary and will cause no damage to the environment or 
civilians. They will remain inactive until provoked by 
Jehuty. 


During a rescue mission, the number of squads and 
the percentage of surviving population in the area are 
listed in the upper right corner of the screen. Keep an 
eye on them. 


When a structure containing civilians is destroyed, the 
civilians inside will die screaming in agony. If you 
hear this sound, and an “A” rank is what you're look- 
ing for, you might want to reset and try again. 


If more than 10% of the buildings are destroyed and 
less than 100% of the people survive, your rank will 
be reduced from an A to a B. 






ENDERS 



















CHAPTER LY = 


MISSION ANALYSIS . 


I am ADA, the artificial intelligence equipped in the Orbital Frame model “Jehuty”. I 
have been programmed to aid in combat situations, to report status changes to the 


operating system, and to provide tips on general maintenance of the frame. Although gs oh Pe gt S 
I will greatly assist the designated frame operator in all functions of Jehuty, this at ~ 
printed manual can also be of great assistance. Herein is indexed a complete battle pens e ; 
strategy for dealing with every situation that may arise during the mission. Every pos-  « — “4 P 
sible outcome has been calculated and predicted with only a 0.965 percent chance of =a 

. 


error. 7. Serr 


Is this acceptable? 








-MISSION 1: 


, ESCAPE FROM FACTORY AREA 


FISSION CHECKLIST 


ay Locations: 
Enemies: 


os Programs: 








FACTORY.1 


Raptor 


Mummy Head 
Neith (Semi-boss) 
monitor.fcmd 
pass_global 
global.fcmd 


CHECKLIST COMPLETE 








ENDERS 
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MISSION SUB-CHECKLIST 

Enemy Squads: 1 ~ A eee 

Objective: Destroy enemy and learn Jehuty’s controls 
CHECKLIST COMPLETE 


FACTORY.1 





SQUAD 1 


Upon uploading the unidentified frame runner, Jehuty will automatically assume ready battle position. An 
enemy unit will momentarily force an entrance into the hangar, intent upon neutralizing the Orbital Frame. 
The enemy has been identified as a Lv.1 Raptor class frame, an unmanned remote. Even without the skills of a 
competent frame runner, Jehuty’s control system is intuitive enough that you should be able to destroy the 
target efficiently while minimizing damage to the colony. Move the Left Analog Stick and press the R2 button 
to dash toward the enemy. 


Commence standard attacks by depressing the Attack button (SQUARE on the control module). Jehuty will 
automatically perform different attacks dependent upon the range to the target. At long range, Jehuty will fir 
a volley of three shots from the equipped wrist cannon. At short range, Jehuty will produce the wrist saber 
with which to slash at the enemy. Press the R2 button in combination with the Attack button and movement 
of the Left Analog Stick to execute what is known as a “Dash Attack”. A “Burst Attack” can be utilized when 
the frame is in a stationary orbit. Hold the R2 button and then press Attack to release the burst. Dash attack 
and burst attacks will vary depending upon range. 















MISSION 1: ESCAPE FROM FACTORY AREA 
ad 

arn to Maneuver 2 peroate the Orbital Fra 
Now that the immediate threat has been neutralized, I will offer to train you in the usage and control of the 
frame in a safe Virtual Reality (VR) environment. To learn the functions and abilities of Jehuty, you must follow 
the tutorial step by step, starting with the first topic, “move”. First, I will explain a certain function of the 
frame. Then you will be offered an opportunity to try what has been explained. If you do not wish to attempt 
what has been learned, press the X button to move on to the next topic of instruction. During an explanation, 
you may exit by pressing the START button on the control module. When all the topics currently displayed have 
been learned, please select the “End Training” option at the bottom of the menu. I will not return to the 
training menu until new programs or modules have been installed. 




















Since this is your first experience operating an Orbital Frame, please listen closely to the explanations of all 
topics in the training session. Certain terms described during the training session are used freely in this 
printed manual, and it is assumed that you have fully experienced and understood the VR training session. 


While I am speaking to the unauthorized frame runner, the view of the cockpit can be adjusted 
using the Left or Right Analog Sticks. Examine the surroundings and notice the tremendous 
amount of detail in the structures. However, what I am explaining is important and you should 
pay better attention. 





Leaving the ngor 

As I will instruct, please move Jehuty to the blue item box which now 
appears in the hangar. Once within range, the frame will automatically 
extract the Metatron Ore within the cube. Metatron is the measure of 
Jehuty’s structural integrity. When the level of Metatron reaches zero, 
Jehuty will disintegrate and the frame runner will perish. All blue item 
boxes contain Metatron Ore, and Jehuty will extract it even if the 
frame is at full Metatron capacity. This requires the frame runner to 
avoid using Metatron unwisely. A single Metatron Ore will completely 
restore the integrity of Jehuty. 

















ene 


EE, 


T will now mark the exit point from the hangar with a VR arrow. Guide 
Jehuty toward this tunnel-like shape until it points directly upward, 
and then press the TRIANGLE button to ascend. 


MISSION SUB-CHECKLIST 
Enemy Squads: 8 
Objective: Obtain monitor.fcmd and finish training 








Sentinels 


Outside the hangar, Jehuty will be detected and attacked by two sets 
of different enemies. This is an excellent opportunity to learn tactics 
for dealing with different enemy types. 


The first squad of enemies con- 

sists of two more Raptor types. 

To minimize damage to the 

surrounding area, lead the ene- 

mies to the central flat portion 

of the FACTORY.1 area. Raptors 

are best engaged at close 

range with slash attacks. At 

long range, Raptors are quite 

capable of dodging your shots 

or bursts, especially at higher - - 

levels. Your shots might then strike a building or structure. This may result in severe damage to the colony 
"™¢tHat could have been avoided. Your final evaluation as a frame runner will partially be dependent upon your 

ability to minimize damage to the colony. 


To prevent damage to Jehuty while approaching a Raptor, fire regular shots at it until you 
reach close range. The Raptor will raise its shields when fired upon, rendering the unit relative- 
ly immobile until you reach it. Then, simply proceed to hack it apart with your sword. 


Multiple Raptors will always attempt to surround and engage the 
frame from all sides. A “Burst Slash” can effectively prevent simulta- 


neous attacks from the front and rear, and may destroy both units at _ 


once. To perform a burst slash, hold R2 while stationary at close 
range to an enemy, then press Attack. The attack will strike all ene- 
mies at close range. Higher level Raptors will be very capable of 
dodging this attack. 


If you cannot lead the Mummy Heads to an area where colony damage will be minimal, then 
ascend to the highest altitude possible and engage them from that level. 


FACTORY.1 





ALWAYS combat 
Mummy Head type 
frames at some dis- 
tance. Avoid close- 
range combat. 
Mummy Heads will 
also attempt to sur- 
round and attack 
Jehuty simultaneous- 
ly from various 
angles. By maintain- 
ing a safe distance, 
you will minimize the 
damage capabilities 
of Mummy Heads. 
Since Mummy Heads 
will deflect normal 
shots with energy 
shielding, always use 
dash shots and burst 
shots to attack. 


The second squad of enemies are identified as Mummy Head types. These are also 
unmanned frames. While they are slower and less agile than Raptors, they are harder to 
strike due to their massive shields. They possess greater short-range firepower than othe 
jlony if engaged 
ht remain at 
. Continue 


with two burst shots each. 





Viola is still in the vicinity, having neutralized the colony’s forces in her stealthy 
frame, model name “Neith”. As an experienced frame runner, she will detect the energy 
signatures from your earlier battles. Neith will now approach and engage Jehuty in a 
terrifying and fast-paced duel. Keep colony damage to a minimum by remaining over 
the square platform in the center. Dash toward Viola and engage her at close range, 
with Jehuty’s wrist saber, to negate her usage of Neith’s destructive long-range bursts. 
This encounter does not signify a full-fledged “boss fight” since no Metatron meter is 
displayed for Neith. The main goal in this short confrontation is to take as little dam- 
age from Viola as possible. The battle will end after you have inflicted significant 
damage on Neith. Faction squad leader Nohman orders Viola to evacuate the area. So 
whether you were able to overcome her or not, she will be eager to battle with you 
again in the future. 














Obtain the Scouting Mode Module 
After Leo is contacted by Elena from the civilian transport Atlantis, I will mark the location 
in the area. Move to the server and download the program monitor.fcmd. 




















of the central server 


‘Whoever is aboard Jenuly, 
08n you read me? 








Become miliar with the Main Menu 

After obtaining the Scouting Mode Module, the main function menu of Jehuty is displayed when the START 
button is pressed. Familiarize yourself with the importance of the main menu functions in the previous chapter, 
Advanced Frame Maneuvering. 


From this menu you will also be able to use the “Area Change” function 
to leave the current location whenever you desire. But that function 
will not be available until another program is downloaded... 





Complete the Training 
In the meantime, another training session will become available. Notice 
that the topics “lock-on”, “escape” and “camera operation” have been 
added to the menu. These are all extremely important topics, and you 
should view the content of all of them in order to enhance your mini- 
mal frame runner capabilities. But you cannot view the new topics until 
you have viewed all the previous ones. This is the last training session 


that will be available throughout the entire game. 





ZONE OF THE ENWDE RSs 











MISSION SUB-CHECKLIST 
INAS EU GH MaRS Ae 
Local Servers: 
Objective: Ota global.fcmd 
CHECKLIST COMPLETE 


Metatron Previously global.fcmd 
monitor.fcemd 


© 8 © ES 








MISSION 1: ESCAPE FROM FACTORY AREA 





pass_global 





Enemy squads invade the area and assume flight paths around the area. Please note that moving enemies are 
on destruction missions, and will continue causing damage to the surrounding colony as long as they continue 
to roam. Squads with Raptor types will cause more damage more quickly, since they will launch powerful 

| Javelin weapons into the structures. 


My suggestion to avoid unnecessary battles is just a suggestion. Jehuty’s combat level will 
increase by seeking out and destroying more enemies. 


eT A | FACTORY. 1 ee 





—— 


Qu hh 





ENDERS | 
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One of the enemies in the are 
is marked as bearing the 
Passcode to the other local 
server in the area. Fight and 
defeat this squad to obtain 
pass_global. Then open you 


Move to the second local server in the area, which 

should be highlighted on the map. Download the program 
global.fcmd, the flying mode module. You may now 
select the main menu option, “Area Change”. I will auto- 
pilot Jehuty out of the area. 


main. menu and select the 
“Passcode” option. Each 
Passcode tells you exactly 
whieh area to use it in. This 


should be extremely helpful a 


time you obtain a new 
Passcode. 


A ViaTcramare lan alare mere (trek 
containing 
Raptor/Mummy Head 
teams, use L2 to 
switch lock-on to the 
Raptor first, engage 
the Raptor at close 
range and destroy it. 
If left alone for too 
long, it may throw a 
Javelin and miss 
you—causing damage 
to the colony. Once 
the Raptor's eliminat- 
ed, move away from 
the Mummy Head and 
hurl burst shots at it 
until it’s destroyed. 


Another efficient way 
to deal with 
Raptor/Mummy Head 
squads is to approach 
and “grab” the Raptor 
by pressing and hold- 
ing the CIRCLE but- 
ton. After you grab 
it, turn to face the 
Mummy Head so that 
Jehuty’s crosshairs 
are centered on it. 
Release the button to 
throw the captive 
Raptor at the Mummy 
Head. At close 
enough range, this 
can result in the 
destruction of both 
enemies. 





a 


MISSION 2: ‘ 


PREVENT DESTRUCTION BY MASSIVE ORBITAL FRAME ne 
. 


FUSSION CHECKLIST 


Locations: TOWN.1 
Enemies: Tempest 


Programs: pass_javelin 
javelin.drvr 


CHECKLIST COMPLETE 


ZONE OF THE ENDERS“ 








TEMPP-ST 


EMPES 


The massive Orbital Frame destroying 
TOWN.1 is a Tempest model demolition 
type. The pilot’s overconfidence has 
caused him to underestimate the com- 
bat capabilities of Jehuty. For this reason, Slash will continue to 
demolish the town while diverting only a portion of his weaponry 
to swatting away what he considers to simply be “a pesky fly.” 






































First, you should note that I can only determine the damage done 
to an area on a cumulative basis. That means that during a rescue 
mission which will occur in this area at a later time, any damage 
inflicted upon the surroundings by Tempest during this battle will 
remain and be counted against you. For instance, when Jehuty 
first arrives in the area, Tempest destroys four buildings on either side of the town. That damage, though com- 
pletely beyond your control, will already be counted against you in the rescue mission. 


If you want to get all A’s on your rescue missions and have a possibility of accessing the alternate ending of ~ 
the mission, then you will have to minimize damage to the area. You can accomplish this to some extent by 
modifying your tactics. Tips are listed further down, near the end of this section. 


Because Slash has underestimated the abilities of Jehuty, Tempest is actually 
quite an easy enemy to defeat. If you are unconcerned about damage to the 
environment at this time, then simply dash in a circular fashion high in the 

air around Tempest’s head, firing dash shots at the dome shield. 








While you are doing this, there 
are several types of counterat- 
tacks you must be cautious of. If 
you descend to a lower altitude, 
Tempest can release an electro- 
magnetic pulse from the base of 
its dome that will do incredible 
amounts of damage to Jehuty. Maintaining a high altitude diminishes the effectiveness of this countermeasure. 
Tempest will fire shots that bounce off of the ground and hit Jehuty from below (destroying any buildings 
underneath). These shots can be avoided by dashing left or right and maintaining thruster speed (hold the R 
button). Unable to. damage Jehuty in any of these ways, Tempest will resort to turning its flame-throwers on 
Jehuty. At close range, the flames might damage Jehuty several times. But this is a short-range attack only. If 
you see the flame-throwers bending toward Jehuty, you should have ample time to ignite the thrusters and 
dash away to a safe distance where the flame-throwers cannot threaten Metatron levels. In the meantime, keep 
dashing and firing shots at the dome, and, during those slight pauses in Sai attacks You siiouls ball up 












MISSION 2: PREVENT DESTRUCTION BY MASSIVE ORBITAL FRAME 




































ealing the frame’s “true” he 
is now your main target. Continue circling the frame at a high altitude, firing dash shots and burst shots at 
the head until the battle is ended. 


The enemy's attacks become extremely patterned at this point. Tempest will fling two showers of light homing 
shots at Jehuty, which are hard to dodge. However, they can be deflected harmlessly by raising the energy 
shield (press R1). After firing the two waves of shots, Tempest will launch into the air. Keep in mind that the 
frame no longer uses the electromagnetic pulse, the bouncing shots or the flame-throwers. But when it flies 
upward, it will dispatch homing lasers. These are small probes that will descend to scattered positions in the air 
and then open fire. These can be avoided by continuing to dash in a circular pattern. As Tempest descends, it 
will attempt to crush you. If any part of Tempest strikes Jehuty, there will be massive damage. As soon as the 
frame lands, move to a medium range and hold the R2 button to power up. As the head rises out of the body, 
release a burst shot and then quickly raise your shield to deflect the wave of homing missiles. Perform another 
dash shot or two at the head before the frame launches again. Following this pattern of attack behavior, you 
should be able to finish Tempest without taking a hit during the second round of battle. 











As mentioned previously, a certain rescue mission that will occur later is dependent upon how effectively you 
can prevent damage to the town while fighting Tempest. This is especially difficult to control while Tempest’s 
dome is still intact. The best I can suggest is to fly in a circle around the dome at an extremely close range, 
constantly firing regular shots and dash shots at the dome. Jehuty will take some heavy damage as a result, 
but it will cause the pilot to target you and less incidental damage will be inflicted on the surrounding archi- 
tecture as a result. 


Tempest’s second form 
is much easier to con- 
front while preventing 
damage simultaneous- 
ly. The first time it 
launches itself into 
the air, deactivate the 
lock-on by pressing 
the L1 button. Turn 
and dash toward the 4 a 
river, and Tempest sa en = Lm 
should follow you there. As long as Tempest keeps landing over the river, he can’t do any damage to the sur- 
rounding town. So whenever it launches itself into the air, deactivate your lock-on momentarily and fly the 
length of the river. With these additional tactics, it’s possible to walk away from this battle having allowed 
less than 10% damage to the colony. When the rescue mission occurs, there are specific strategies to help you 
deal with the many enemy squads and still maintain this low damage percentage. 

















MISSION SUB-CHECKLIST 
Enemy Squads: 6 
Local Servers: al 


CHECKLIST COMPLETE 


Metatron 





MISSION 2: PREVENT DESTRUCTION BY MASSIVE ORBITAL FRAME 


Sub-weapon 


SQUAD 3 


SQUAD 4 


SQUAD 5 


SQUAD 6 


pass_javelin 

























Although many enemy squads now roam the area and one of them 
has the pass_javelin code which you can use at the local server 
to obtain the javelin.drvr for the sub-weapon, you should leave 
the area immediately instead. Take the Metatron Ore from the 
box in front of the church, and select “Area Change” from the main 
menu as quickly as possible. The reason is that if you remain here 
for any amount of time, you run the risk of allowing the enemy to 
raise the damage index for the area and ruining all your hard work 
in protecting the colony. 


However, if you have decided to stay, I will offer what help that I can in keeping the damage to a minimum. 
Continue to remain near the centralized canal. The risk of property damage while in this area is minute com- 
pared with the strategy of remaining among the buildings. Focus on the four Raptors in the area and the four 
Mummy Heads first. The Cyclopes can be left for last simply because they are limited to close-range punch 
attacks. 


If you've targeted the squad with the passcode (Squad 6), you will obtain the pass_javelin program when you 
defeat it. This, when used with the local server in the canal, will grant you the javelin.drvr program. A new 
sub-weapon will be yours to attack with as you see fit—the Javelin. 


The Javelin sub-weapon is the first available to you. However, if you’re concerned with property 
damage it may not be the best one to use. Although the damage dealt out by this is respectable, 
it has a very good chance of missing the target due to its firing arc. If it does miss, it doesn’t fly 
harmlessly into the sky; it drops onto unsuspecting civilians below. Keep this in mind when 
throwing Javelins at the enemy. 


a 


) 
MISSION 3: 


DETERMINE ENEMY'S USE OF THE EPS SIGNAL 
1a a o— 8 


FUSSION CHECKLIST 


Locations: TOWN.1 (?) 
SOS - TOWN.2 
FACTORY.1 

Enemies: Raptor 
Mummy Head 
Cyclops 

Programs: pass_phalanx 
phalanx.drvr 
mummy.drvr (optional) 
pass_antilia 
antilia.info 


CHECKLIST COMPLETE 


soeintstsibepeoeen cohen On LONER ROHS eee sae nneaEREKsoRnoDREMNNsEENCAN SOE 


ZONE OF THE ENDERS” 












After Celvice is stowed safely onboard and Jehuty leaves the area, the 
crew notices an impenetrable energy barrier across the middle of the 
colony. I cannot create a valid hypothesis of the enemy's actions until 
you return to the FACTORY.1 area and download a colony status update 
from the Antilia mainframe. 































In the meantime, two new events occur. The civilians of TOWN.2 are 
under attack by enemy frames, and have issued an SOS. Although I am 
strongly opposed to deviating from the requirements of the mission, it 
is probably in your best interest to save your fellow humans. If you 
avoid the rescue mission or fail to save the colonists who have issued 
the SOS, you will be issued an E rank for the rescue mission and it 
will affect your overall performance evaluation. The other event is a 
mystery item which has appeared in TOWN.1... 


ce WN 
“> A 


The Question Merk oat TOWN. 
Also note that a “?” has been added to the TOWN.1 identification marker. This indicates that Jehuty has detect- 
ed a new item box which has mysteriously appeared in that area. If you ignore the “?” for now and continue 
with the rescue mission, the item box will disappear and the “?” will be cancelled. However, if you collect the 
new item from TOWN.1 before answering the SOS call, a significant quantity of the civilian population in 
TOWN.2 will die as a result of your late arrival. 





The new red item box appears near the entry point where Jehuty lands in 
TOWN.1. It contains the Mummy sub-item. A Mummy is just like the 
shields equipped on the Mummy Head enemy. While the CIRCLE button is 
held down on the control module, the shield will provide minimal protec- 
tion and the Metatron level of the frame will continuously be replen- 
ished. The driver for this sub-item, mummy.drvr, is automatically 
installed when the item is obtained. A Mummy is a good way to repair 
Jehuty during some of the more intense boss fights to come. 








When you see a location in the Mission Checklist at the beginning of a section marked with a 
“2”, jt means that the only reason you would go there during this part of the mission is to 
obtain the mystery item. 





Survivor Markers: : ee 
aiiba Undeveloped atéas at'to 


Objective: Protect the survivors — 
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SQUAD 1 


Metatron 













SQUAD 2 


pass_phalanx 








SQUAD 3 


SQUAD 4 


Metatron 





SQUAD 5 


piss 


MISSION 3: DETERMINE ENEMY’S USE OF THE EPS SIGNAL RELAY SYSTEM 








SOS missions are intense diversions from the main objective, where civilian lives are in your hands. Once you 
heed the SOS call and descend into the area, you must destroy all the enemy squads in the area without allow- 
ing them to damage the buildings or kill civilians in the meantime. 


After all the enemies in the area have been eliminated, you will be evaluated on how well you performed. The 
highest rank is an “A”, and the lowest is an “E”. You will receive an “A” rank only if less than 10% of the struc- 
tures in the area are damaged, and only if 100% of the population survives. It is wise to save your game 
immediately before undertaking an SOS mission, so that you can reset and try again if something goes wrong. 
You will receive an “E” rank automatically if you do not heed the SOS call, or if all of the civilians are killed 
during the battle. 


Here are some things to keep in mind about SOS missions: 


Enemies that continually move along flight paths will randomly fire at buildings and civilians as they 
travel the route. 


Enemies that do not register a flight path are stationary and will cause no damage to the environment or 
civilians. They will remain inactive until provoked by Jehuty. 


During a rescue mission, the number of squads and the percentage of surviving population in the area 
are listed in the upper right corner of the screen. Keep an eye on them. 


When a structure containing civilians is destroyed, the civilians inside will die screaming in agony. If you 
hear this sound, you might want to reset and try again. This should only be considered if you are 
attempting to access the variant ending. 


If more than 10% of the buildings are destroyed and less than 100% of the people survive, your rank 
will be lowered at least from an A to a B, and you will not be able to experience the alternate ending to 
the game. 





This first SOS Mission is not by any means the easiest. Enemy squads 
are roving all over the place, and colonists are hiding in structures 
right underneath them! In order to destroy the enemies without 
endangering nearby buildings and survivors, you will have to draw the 
squads away from their flight path to a safer area where there are 
fewer buildings and less chance of casualties. 


The Troublesome Population pr 
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The first thing to do is form a strategy by looking at your map on the 
main menu screen. Jehuty is positioned at the bottom corner of a 
roughly diamond-shaped area. The starting position is in an isolated 
area where there are no buildings or civilian markers. There is another 
barren area at the top of the map as well. You must move to and cou 
engage the enemy squads, then lead them to one of these two areas. ol" yiasion 
But, if you proceed by engaging only one squad at a time, you run the SPTIONG. 
risk that the other squads will continue to damage buildings and kill — 
civilians in the meantime. 
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How to "Gather" Squads 
The only answer is to disrupt the flight paths of all the squads at once, before they can cause damage to the 
colony and cause lives to be lost. This means you must fly from squad to squad, causing encounters with all of 
them without stopping to fight any one group. Then you can lead them to one of the pre-designated safe areas 
and duke it out with all of the enemies at once. 





Soefe Lock-on 
Enemies that are targeted by your lock-on are more likely to continually fire at you while in pursuit. Thus, if 
you fly at a squad and your lock-on becomes fixed upon a Raptor, it will be provoked into firing Javelins at 
you repeatedly as you attempt to gather the other squads. Do not provoke Raptors or Mummy Heads in this 
way, since they may kill civilians or damage buildings while you are simply trying to collect all the enemies. 





Since Cyclops frames have no projectiles or firing capabilities, continually target a Cyclops frame with your 
lock-on as you gather squads and herd them to a safe area. 


A Successful Rescue Mission 


Here is an example of how to defeat all the squads and get an A rating every time: 





Dash over to the stationary LV. 2 squad (Squad 2) which is holding the pass_phalanx pass- 
code. This squad includes a Cyclops frame. Once you engage it, keep your lock-on firmly 
glued to the Cyclops as you gather all the other squads to a safe area. 





Having engaged the Cyclops, dash away from it and head toward the LV. 2 squad of Raptors that is roving up 
and down the street to the left (Squad 5). You will want to keep the same dash going throughout the next sev- 
eral sentences of explanation, so keep your finger on the R2 button the whole time. Check your map each time 
you head toward a squad, so you can be sure of its exact position as you approach. Once the Raptors are in 
backup battle position, very quickly dash down the hill toward the other LV. 2 group roaming the connecting 
street (Squad 3). 
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While dashing through the squads in an effort to minimize the damage to the town, it may 
be tempting to execute the “Dash Attack” maneuver. Resist the temptation while in an 
area that has an SOS Mission. The enemy frames can dodge the missiles with ease depend- 
ing on the range at which you launch the attack. This could lead to the unwanted destruc- 
tion of buildings...by you! 





T say dash “very quickly” because the Raptors will fire Javelins if you remain in close range of them for too 
long, and there is a heavy population of survivors in their area. Now gather the third squad and the fourth 
squad, which is carrying Metatron. By that point, you should be over the safe fighting area at the top of the 
map. Now you must keep that dash going and head toward the last squad of Mummy Heads (Squad 1). Try to 
encounter them while you maintain a high altitude so that they do not accidentally direct any shots down- 
ward into the buildings. While maintaining a high altitude, continue dashing backward to the safe fighting 
zone at the starting point. Your lock-on should remain on the first Cyclops you encountered this whole time. 





Now that you've got everyone’s attention, they will come at you mostly one at a time in the safe fighting 
zone. Use your L2 button to switch the lock-on to a Raptor, and take out all the Raptors. Secondly, take out 
the Mummy Heads, and wrap it all up by duking it out with the Cyclops frames. 





This first rescue mission can be tricky because you are just getting used to gathering 
enemies and how these situations work. However, if you are basically able to fly ina 
high circle around the area very quickly and gather all the frames to the safe zone with- 
out any incidental damage in the meantime, then you will achieve an A ranking in this 
SOS mission every time you attempt it. 









Amidst the fury of such a strategic battle, you will defeat the enemy in the area which 
possesses the passcode pass_phalanx. Before leaving the area, move to the local server 
marked on the map (Item a) and download phalanx.drvr from the server. The Phalanx is 
. a machine gun that fires a barrage of primitive bullets at the target. It is an extremely 
* weak sub-weapon, but it’s useful at close range against Raptors and Cyclopes. 
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MISSION 3: DETERMINE ENEMY’S USE OF THE EPS SIGNAL RELAY SYSTEM 
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A squad in the area is marked with an asterisk(*). This is the squad which has locked the local server and 
currently holds the passcode. When fighting this party, keep switching your lock-on (L2) until you're focused 
on the Orbital Frame that is marked with the asterisk. This is the “Leader” of the squad, and if you defeat 
this frame first the other two enemies in the squad will drop to LV. 1 and will already be at critical status. 
One hit will destroy them. 








Squads containing a specific 
frame marked with an asterisk 
(*) are some of the easier 
squads to rid yourself of. 
Target the Leader (the marked 
frame) and destroy that enemy 
first. Any remaining enemies 
in that squad will immediately 
drop to critical status and 


incur a downgrade to LV. 1. 


Information 
Pocket 


Having obtained 
pass_antilia, use the 
passcode at the server 
which is in the trench 
off to the side to obtain 
antilia.info. Leave the 
area, or destroy the 
remaining squads. Either 
way, move swiftly so 
that the colony does not 
take further damage. 
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Locations: FACTORY.1 (?) 
SOS - TOWN.1 
CITY.1 
TOWN.2 
CITY.1 (RETURN) 
Enemies: Raptor 
Mummy Head 
Cyclops 
Programs: sniper.drvr (auto) 
pass_geyser 
geyser.drvr 
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Having gained the colony information program from the server, I am now ready to explain the enemy’s strategy 
in utilizing the EPS generator. The Bahram forces are using the colony’s EPS system to win m™ of the air. 
in the 
















impassable microwave barrier across the center of the colony. All vital life forms in 
eliminated. 
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Due to the strength of the microwave field, we cannot approach either 
of the two EPS facilities on the mountains. But the main power source 
of the EPS antennas is the colony shaft directly in the center. By dam- 
aging the power relay block in the colony support shaft, we should be 
able to weaken the microwave field enough so that we may approach 
the EPS antennas and destroy them. Your mission priority is to pro- 
ceed to CITY.1. 





However, at this point 7 
seems that the civilians 
in TOWN.1 are under 
attack. Also, a mystery 
item has suddenly 
appeared in FACTORY.1, 
as indicated by the “2”, 
you answer the SOS, the 
item (another Mummy) 
will disappear. But if yo 
retrieve the item first, 
people will die in the 
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e only survivors in the area are hiding in the 





mize property damage. The major disadvantage you have during this mission is that damage to the colony can 
only be registered on a cumulative basis. This means that any damage previously incurred to the colony during 
your battle with the massive Orbital Frame model Tempest will count against you during this rescue mission. 





Immediately open the function menu and locate the enemy forces on the map. If you left the area immediately 
following the confrontation with Tempest as instructed earlier in this manual, then the enemy with the Javelin 
passcode, pass_javelin, will now be patrolling in a square flight path at the opposite end of the city. Fire your 
thrusters and fly across the long stretch of area toward them. With quick timing, you should encounter the 
squad just as they are moving toward the park area. Dash away from the enemies, leading them through the 
wide and empty strip of park so that any Javelin missiles fired by the Raptors will do no harm to the buildings. 
Keep flying backwards across the river, and encounter the squads on either side of the Church as well. Lead 
these three squads across the river once more, so that you encounter the fourth squad. Now lower yourself into 
the channel, all the way down to the surface of the river, and fight the squads you have drawn here. 
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Destroy the Raptors first 
and then the Mummy 
Heads. When you are left 
with only three Cyclops 
types, disengage the 
lock-on and escape. This 
gives you three patrols 
comprised of one Cyclops 
each, roaming the city 
and minding their own 
business. Move to the 
Cyclops (Squad 2) that is 
closest to the LV. 2 

squad waiting off-screen 
near the church (Squad 
5). When you destroy this 
Cyclops, that squad will 
enter the area and start 
patrolling a route. Swiftly 
move to engage that 
squad before they do any 
damage and drag them 
back to the river for bat- 
tle. Now destroy the 
Cyclops on the other side of the river (Squad 1), and the LV. 2 squad possessing Metatron (Squad 6) will enter 
the battle zone. Quickly engage and eliminate them, and then finish off the final Cyclops (Squad 4). 





Rescue Mission Ranking 
Obtaining a high ranking in this SOS mission is incredibly difficult. While there are not a lot of survivors to 
concern yourself with, accumulating less than 10% property damage between your previous fight with Tempest 
and this rescue mission is a tough feat. Also, it is really hard to reach 
the squad that holds the passcode without the other squads doing dam- 
age in the meantime. Don’t be too unhappy if you score a B rank, since 
this will be averaged into your total rank at the end. But if you are 
working toward the alternate ending, then you may have to restart and 
try to allow less damage during the Tempest boss fight and this rescue 
mission together. 


Before leaving the area, use the pass_javelin code at the local server in 
the river channel. Obtain javelin.drvr, which allows you to fire the 
Javelin sub-weapon. Then leave the area. 
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Returning to your main mission objective, fly toward the area marked CITY.1 and descend. The majority of the 
colony shaft is submerged in the microwave energy field, making it impossible for Jehuty to enter without 
compromising the safety of the passengers. The primitive weapon for this job is the Sniper. The bullets fired by 
this sub-weapon will be able to penetrate the energy field and destroy the white power cells in the shaft’s 
relay column. This will disable power to the EPS antenna system. 





There is no point fighting any of the enemies here at this time, 
unless you desire to improve Jehuty’s fighting level. There will 
be an SOS mission later in the game that takes place in this 
area and any damage accrued now would carry over. Keep this in 
mind. 


Destroy the EMS relay biook at 
‘the base of the ehatt, 





If you do plan on leveling Jehuty up a little, then the safest plan is to rush ahead and engage both of the 
circling patrols simultaneously. Then, when you've got them chasing you, drag them to the start point and 
keep them away from the central tower area. 


Once you've got them there, attack the Raptor first and the 
Mummy Heads second. Then, take out the remaining Cyclops 
frame. When these two squads are defeated, the two reserve units 
that were off to the edge will enter the fray. Follow the same pat- 
tern as before. 












The one danger here is that while they are patrolling the area, 
they could easily be doing damage to the center tower and its 
supports. This will be accumulated in the total structural damage 
percentage if you return for the SOS mission later. The choice, as 
always, is yours to make. 
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The Sniper sub-weapon can be obtained in the TOWN.2 area, so return there now. As explained, items called 
Porters surrounding the area are generating a vector trap field, causing a certain item box to be hidden. Sneak 
around town and destroy all the Porters, and the item box containing the needed Sniper sub-weapon will 
appear. 











Porters appear as purple boxes on the corresponding map to this section. 


NOTE 


You may wish to draw all the enemies to one of the safe corners of TOWN.2, as described in the strategy for the 
SOS mission which occurred here previously. Destroy Raptors first, then Mummy Heads and finish with the 
Cyclopes. Although there is no SOS mission in progress now, the property damage you prevent will greatly he 
your final ranking at the mission’s completion. 


The Problem with Porters 

Be cautious when destroying Porters to align your crosshairs correctly. 
Otherwise, you might miss the Porter and destroy colony buildings 
nearby. The safest way is to position Jehuty almost directly under the 
Porter, and then use the Right Analog Stick to move the crosshairs 
until they lie over the Porter. The crosshairs will split to indicate the 
range of the object, and you should align the bottom link of the mark 
with the Porter. You should get the hang of this very quickly. 








Upon release of the vector trap, a 

new item box will appear near the 
center of town. Move to it and obtain 
the Sniper sub-weapon (Item a). The 
driver program sniper.drvr is included 
with the weapon, and will be automat- 
ically installed. 





After obtaining the 
Sniper, look around 
on the ground. You 
should be positioned 
directly over a fallen 
UNSF mobile armor 
and a malfunctioning 
Raptor. This is a valu- 
able clue to keep in 
mind for later... 


If you leave the TOWN.2 area and return immediately, the same item box will reappear and you 


can pick up an additional 20 Sniper rounds! 
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Fly back to CITY.1 with the Sniper sub-weapon equipped. Upon entering 
Sniper to damage the relay block spinning inside the colony shaft. 


Jehuty is already posi- 
tioned at an optimal fir- 
ing altitude and range, so 
if you destroy the power 
cells quickly, you should 
avoid detection by enemy 
patrols. There are approxi- 
mately twelve white 
power cells in the relay 
column that you must hit. 
Using the Right Analog 





Stick, line up the red 
crosshairs on the white dots as they are brought around by the rotating 


You need not be 100% accurate with your aiming, especially in Normal and Easy difficulty modes. Place the 
crosshairs slightly ahead of the white dot and fire just as the dot touches the red lines. 









block and fire with the CIRCLE button. 
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With the energy field 
removed from this area, 
you may now engage 
enemy squads. When you 
have defeated all the 
squads currently in the 
area, the enemy marked as 
having a passcode will 
move into the battle zone. 
Destroy this trio to obtain 
the pass_geyser. Then 

















move to the local server 
and download the geyser.drvr program. You will not be sorry. 
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Destruction of the power relay block at the colony shaft has 
weakened the microwave energy field generated by the antennas, 
but Jehuty still may not move onward. Emergency generators 
have switched on, and the refocused antennas are still generat- 
ing a barrier powerful enough to block advancement by air. You 
must move to each antenna installation and destroy the antenna 
itself. 


Upon arriving in the 
EPS.1 area, you will 
notice an impassable 
shield protecting the 
dish. Study the map to 
get a detailed look at the 
surroundings. Two squads 
are perched on either side 
of an item box containing 
Sniper ammunition. If 
you move closer to the 
box, even from behind, you will definitely encounter one, if not both, of the squads. The choice is up to you. 
Also notice on the upper right corner of the map that there are arrows pointing into the mountains back there. 
If you rotate the map (using the Right Analog Stick) you can see that a tunnel goes under the antenna. Head 
to that position now. 








In this closed-off back area, a large highway goes into the struc- 
ture under the mountain facade. Follow the tunnel inside, then 
coast down the slope and through the hallways. 
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Realizing that destroying the EPS emergency generator is the 
best method of disabling the antenna above, I will change the 
mission objectives. As you approach junction areas, get ready 
for an encounter. Jehuty will suddenly be sealed inside the junc- 
tion by impassable gates, and an attacking enemy will appear 
out of nowhere. 














The GPS mapping system cannot get any reading inside the mountain, but the simplicity of the corridor layout. 
makes it difficult to get lost. The map included in this guide will show you the layout, however. If you keep 
going straight ahead at the first junction, you'll eventually reach the EPS emergency generator. If you take 

the first right turn, Jehuty will reach a corridor that is blocked at the end by the same impenetrable shield- 
ing. So proceed to the EPS generator first. 


When you reach the large chamber hous- 
ing the massive generator at the corri- 
dor’s end, lower Jehuty into the small 
space at one of the generator’s oscillat- 
ing flat sides. Fire two burst shots at 
the end, and the EPS generator will be 
disabled. Time now to move on to the 
EPS.2 area and do the same to the 
emergency generator there. 








Ne rver 


While destroying the generator releases the force field protecting 
the server in the side corridor, the passcodes pass_control 1 and 
pass_control 2 are required to unlock this server. Don’t worry about 
this at the moment, just keep it in mind as a reference for later. 
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The EPS.1 area is full of Porters which are obviously hiding a special item. With Sniper bullets, you can 
position Jehuty on any high ridge in the landscape and shoot the Porters scattered around the area. Simply 
line up the red crosshairs on the distant glowing objects and fire. Because of your height, you may need to 
place the crosshairs just below the glowing Porter to ensure a hit. Be sure that you are not going to hit a 
roving patrol with your Sniper's bullet, if you don’t want to. Once you release the vector trap, a new item box 
appears. You may have to destroy enemies that are positioned nearby the container. From the hidden box you 
can extract the passcode pass_halberd, which will unlock the local server so that Jehuty can download 
halberd.drvr. The Halberd is a great weapon to use against Cyclops frames and Mummy Heads, who have 
most likely turned their own twin Halberds on you prior to now. Revenge is illogical, but sweet. 
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Reinforced Reinforced Reinforced 


Before heading to area EPS.2, please notice the “?” marker 
which has appeared at the CITY.1 marker. Without any rescue 
missions to take priority, you should return to the area to see 
what has mysteriously appeared there. 











At first, everything will seem exactly the same except for the squad levels. With several squads patrolling the 
area, you may be tempted to leave. However, if you open the main menu and rotate the map to a horizontal © 
view, you can see that a new red item box has appeared directly under the shaft. Move Jehuty carefully and 
quietly into the small space to acquire the Mummy from the box. The driver for the sub-item will be installed 
automatically. 
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MISSION 5: DEACTIVATE THE EPS SATELLITE RELAYS 


EPS.2 is nearly identical to the first antenna area, except that 
the squads patrol different routes. Be mindful of this if you do 
not wish to engage in unnecessary battles. Take advantage of 
the maps provided both in this guide and the in-game menu. 


When you enter the underground tunnel area, you will quickly 
find that the entrance is sealed by an impenetrable force field 
like the one surrounding the antenna above. You have no choice 
but to return to the surface. 





Reinforced Enemies 

As you depart the tunnel, a reinforced squad will enter the area and assume a patrol route near the canyons 
opposite the antenna. The enemy is marked with an “S”, indicating their superior AI and combat abilities. You 
will find this particular squad of Cyclopes are more evasive, swifter and more deadly than any you have previ- 
ously encountered. But the group is also marked with a “P”, meaning that they have a passcode you need. 
Destroy the group to receive pass_control1. As you may remember, this is one of two passcodes necessary to 
unlock the server in the underground tunnel of EPS.1. You will have to search in another area for the second 


passcode. 


Before engaging any “S” enemy, it is a good idea to destroy all the other enemies 


WARNING in the area first. When you fight a reinforced squad, you will find that backup 


forces called by them arrive much more quickly than in any other situation. You 
should engage enemies only in a one-on-one combat scenario. 
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At this point I would recommend returning to the furthest point from EPS.2, which is TOWN.1. I think that you 
will find that one of the enemies there has the passcode you are looking for. Call it...a “huimch’) © ‘ 


The reinforced enemy in the area is marked as holding a passcode. As indicated earlier, it 
you destroy all the other enemies in the area before moving to engage the “S” enemy. Thi 


frames can’t call for backup which will most certainly arrive swiftly and complicate th 
a 


‘There 16 an enemy with 
4 reintoroed program in thie area. 


To lower the possible damage to the surroundings, “gather” all 
the enemy squads much as you did in the rescue mission previ- 
ously accomplished here and drag them all to the river channel. 
Once there, safely dispose of all enemy units before pushing on 
to meet the reinforced enemy squad. 


[-5 Hold off using the Metatron Ore located near the church until all the enemies in the area, 
es including the “S” squad, are eliminated. 





MISSION 5: DEACTIVATE THE EPS SATELLITE RELAYS 


You have probably had little difficulty in eliminating Mummy Head type enemies previously encountered. You 
will most certainly have trouble this time. The recommended approach is to position Jehuty over the river and 
fire a shot from the Sniper sub-weapon to engage them. As they approach, try to damage at least one of them 
with burst shots. It will be difficult to do, since they tend to deflect burst shots with their twin Halberds. 
Once the Mummy Heads arrive at the channel, switch your sub-weapon to Halberd and start swinging the giant 
beam blade at them. Using this approach, a certain frame runner was able to destroy the entire reinforced 
squad without taking a hit. The Mummy Heads will yield the pass_control2 passcode. 


An effective way to 
stay out of range of 
the Mummy Heads 
while avoiding their 
shields is to make 
good use of your 
lock-on (L2). Prepare 
a burst shot and 
launch it. Just before 
the glowing ball is 
released from 
Jehuty’s hand, 
change the target. 
The Mummy Head 
that was preparing 
the Halberd to deflect 
the blast stays where 
it is, while one of 
the others that was 
attempting to get 
within range is 
blasted. 
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MISSION 5: DEACTIVATE THE EPS SATELLITE RELAYS 


SQUAD 1 


Sub-weapon 


SQUAD 2 


Sub-weapon 


Return to the EPS.1 area. The enemies and the Sniper item have all been replaced since your last visit. It may 
be a wise idea to destroy all the enemies in the area, if you wish Jehuty to level up faster. 









Flyeback down into the underground corridor, taking the first right 
toward the server. With the two passcodes, Jehuty can unlock the 
server and download rap_ctrl.fcmd. 








This program will allow the ADA system to assume command of an abandoned Raptor and direct it by remote 
control into an area that Jehuty is prevented from entering. As Celvice indicates, you have previously spotted 
an abandoned Raptor in a previous location... 


WARNING New enemies will attack at each junction point on your way out of the EPS.1 underg 
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Sub-weapon 


SQUAD 3 


SQUAD 4 
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Metatron 
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If you have been reading this manual closely, the location of a 
discarded Raptor that might still be usable was highlighted on a 
previous page. Return to TOWN.2 and fly to the center. An enemy 
squad is hovering just over the Raptor's position, so you will 
most likely have to fight them for it. 


The Single Sword Raptor lies on the hillside next to the 
destroyed Earth LEV suit. If you need a map location, it is 
very close to the red item box containing the Sniper. 





Once you settle in a position over the 
Raptor, the ADA control system will 
“leave” Jehuty and assume control of 
the enemy frame. The Raptor will be 
automatically sent back to EPS.2. 


‘We will eend the Maptor to the 
ENS antenna facilities, 


If you take the Sniper item before assuming control of the Raptor, you can take it again 
before Jehuty leaves this area. 


TUNNEL 
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Enemy Squads: 9 4 ees : ee 

Porters: 6 . ea cake 

Objective: Destroy the Emergenc nel Po 
CHECKLIST COMPLETE 


Metatron detector.fcmd 





EPS.2 TUNNEL 


Metatron 


* Leader 







If you are unfamiliar with the control and functions of a Raptor, please take a moment to familiarize yourself 
with the different special attacks and features that this frame possesses by spending a minute to practice. 


The attacks that will be most effective are the burst shot and burst slash in conjunction with typical close 
combat melee attacks. While in the Tunnel however, dash shots are extremely useful because they launch the 
Geyser sub-weapon. This sub-weapon is most effective when used in tight quarters. 


@ Wa you that there will be a battle, you should 
prepare to fight with all the capabilities of the remote-controlled 
frame. Remember that your close-range attacks will be slightly 
different from those of the average Raptor, since one of the con- 
trolled frame’s laser swords is not functioning due to damage from 
a previous battle. 


The Raptor will be placed directly in an enemy patrol route, so 
quickly move around the enemy’s position in a wide circle. Move 
to the underground tunnel and descend. 


With the proper clear- 
ance-recognition relay 
built into the Raptor 
frame, it will automati- 
cally deactivate the 
underground force-field 
when it touches it. As 
you proceed, be ready for 
single enemies to attack 
at the junctions. 





The Necessory nti-Stealth 























Take the first right in the tunnel. After a few more skirmishes, the Raptor will find a server from which it can 
automatically download...detector.femd. You can now recognize hidden Porters and objects in the environ- 
ment. As you make your way back down the corridor, the first thing you will notice is a row of hidden Porters 
that weren't there before. Position the Raptor in the center of the hallway and fire Bounders down the corridor 
(remain stationary, press R2 then Attack). A Bounder will bounce down the passage taking out at least one or 
even two Porters at a time. When you reach the junction and destroy the last Porter, a hidden Metatron Ore 
box will be revealed. Unless you are severely damaged from previous battles and fearful that the Raptor will be 
destroyed, leave the Ore for later. 


Continuing to guide the Raptor through 
the passages, you will encounter a cou- 
ple more closing gates guarded by sin- 
gle enemies. If you can make it to the 
end, the Raptor will find a solid wall : ; 
blocking the entrance to the generator . lame sonating 
room. If you have the detector module . 
installed, I will notice a pinpoint crack in the wall and highlight the area with a VR square. If you do not have 
the anti-stealth program, you will need to return to the server in the other passage and obtain it as described — 
above. 





Raise the Raptor in the air until it is exactly level with the crack, then use the Right Analog Stick to fine-tune 
your aim with the crosshairs. Fire a Bounder directly at the spot and it should easily destroy the entire wall. 
Slide the Raptor into the space at the end of the emergency power generator, and toss a Bounder at the 

engine block. 
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SOS MISSION CHECKLIST 

Enemy Squads: 11 

Survivor Markers: 15 

Safe Combat Zones: River channel in center of area 
Objective: acelectoia anTcMSUT AVANCE) 





Metatron 











MISSION 6: REACH THE MOUNTAIN.1 AREA 









Metatron 


SQUAD 2 


Sub-weapon 


SQUAD 3 





SQUAD 4 






Metatron 
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SQUAD 9 


Metatron 











MISSION 6: REACH THE MOUNTAIN.1 AREA 






Status Updste 


With the EPS system finally and completely disabled, access to 
the mountain range we seek to enter is now open. The newly 
revealed TOWN.3 area is in distress and needs rescuing. It 
should be of no surprise that a mystery item is registering in 
TOWN.2—the area we just left. If you ignore the SOS for now 


and return to TOWN.2, you'll receive the Mummy item. However, | t iG 

just as before, innocent lives will be lost as a result. The choice, Bethy i 

as always, is yours. } Saiciccmed al Mitt: ee ST 
eS | ees COO. 





The Distress Call From TOWNS 


I estimate that the chances of successfully completing this rescue mission without loss of life or property are 
actually better than either of the prior SOS missions. 


As usual, access your map to determine what the enemy dispersal looks like. At the outset, there are three 
squads on each side of the river. Four of these squads have backup squads waiting off-screen which will enter 
the area immediately after the squad closest to them is destroyed. The only squad you have to worry about at 
the beginning is the squad that is moving across the river. Move to this squad and eliminate it, being careful 
to confine your battle to the river channel area. 


AREA CHANGE 
MISSION 











Now move down the river to the edge of the area (either edge), 
and equip the Sniper sub-weapon. From the river, aim your 
crosshairs at the squad which does not have a back up squad 
waiting off-screen, and carefully shoot one of the enemies with 
the Sniper. Allow the enemy to move all the way to the river 
area before engaging them. 








Eliminate all the squads onscreen in this manner; draw them to the river for battle by firing a Sniper bullet at 
a squad member. Realize that when you destroy one of the squads which has a backup squad waiting, you will 
need to quickly snipe the backup squad before they can assume their patrol route and start wreaking havoc. 
This is best achieved by soaring high into the air over the river after defeating the initial group, so that you 
can fire down between the buildings to engage the backup squad. This also works for the one squad that is 
positioned behind the buildings where they can barely be seen. 


Remember that if you 
remain locked-on to a 
Raptor or Mummy 
Head, the frame will 
be enticed to fire 
repeatedly on the 
way over to meet 
you. Try to lock-on to 
a Cyclops instead, 
until the squad draws 


MISSION ED 
BUILDINGS DESTHOYED —5.5% 
SURVIVORS 100.0 % 


This rescue mission is incredibly diffi- pre 


cult until you realize that only one 
group actually poses a threat and the 
rest are immobile. Using the strategy 
above, you should be able to achieve 
a perfect A ranking with almost no 
damaged buildings or casualties 
whatsoever. 








Jas 


PARK.I 


MISSION SUB-CHECKLIST 
Enemy Squads: (0) 


Enemy Bosses: 1 
Objective: Determine Source of the Surface-to-Air Missile 
CHECKLIST COMPLETE 


Surprise Attack! ; eee 


Finally, it seems that the mission is wrapping up. We will continue 
our approach into the Mountain.1 area, where we will be contact- 
ed by the Atlantis civilian transport ship. They will transmit new 
orders that will guide us to the transport dock, and Jehuty will 
finally be en route to Mars. 


Tt seems that I have 
been targeted and hit 
by the gigantic Orbital 
Frame in PARK.1. 
Apparently, another 
: Bahram pilot stands in 
Be 1 AUIS dant sree aga | our path. My systems 
ed have been contaminated 
: while we were control- 
ling the Raptor. It is my 
recommendation that 
you pull back and 
regroup. Jehuty’s 
current condition leads 
me to believe that even 
a single hit would be 
fatal. 


Infected with @ virue? 
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AISSION CHECKLIST 
Locations: 


Enemies: 


Programs: 


SOS - CITY.2 
FACTORY.2 
Raptor 
Mummy Head 
Cyclops 
pass_comet 
comet.drvr 
pass_vaccine 
vaccine.exec 


CHECALIST COMPLETE 




















SOS MISSION CH 


Enemy Squads: 

Survivor Markers: 16 

Portersh2 (eo 0) 
Anywhere away from survivor marker: 
Protect the survivors 4 


pass_comet Metatron comet.drvr 
b c 
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Sub-weapon 


Sub-weapon 


Stetus Updote 


Your priority is to get a vaccine for the virus that has shut down 
most of Jehuty’s functions. You will still be able to fly, dash and 
fight as well as ever, although the monitor clarity will falter at 
times. The system is incapable of monitoring the status of the 
frame, and so the level of Metatron is assumed to be at 0.043% of 
the total. If you take a single hit while the virus has compromised 
the system, Jehuty will perish. 
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There is an SOS from the CITY.2 area, which Jehuty flew past pre- | 
viously. Do you dare risk your own life to save the colonists? Although | 
passenger designate Celvice indicates that it would be alright to skip 
this distress call, you will receive an E rank if you do so. Now is as | 
good a time as any to save your mission data... q 
i 

| 









There is a Metatron Ore in this area, but it doesn’t do a lot of 
good right now. Because of the virus, all enemies in this area 
must be dispatched without taking a single hit! 







{a being attacked... 
















Immediately access your map to assess the situation. There are 
three squads in the area, and only two are patrolling. The squad 
to the left of your starting point is a single Cyclops. Since he 
could not do any damage even if he wanted to, the immediacy 
lies with the other two squads. 





Turn to the right and move through the space in the buildings 
so that you intercept the moving squad of Raptors. They are 
only LV. 1, so engage one of them with a barrage of dash 
slashes and you should be able to defeat it quickly while 
avoiding Javelin fire from the partner. You might be able to 
move right between them and perform a burst slash, which 
will take out both at once. However, this tactic depends on 
your current skill level as a frame runner and carries a higher 
level of risk. 









After eliminating the Raptor 
threat, take your time and move | 
to the end of the building row, : 
away from the squad obviously q 
parked on the other side (Squad 
1). Ascend upward to a high alti- 
tude and cautiously move around 
the corner of the building to the backside. The immobile squad is a duo of Mummy Heads, and they are posi- 
tioned directly in front of a host of survivor markers. Use the Sniper to engage them, then quickly switch over | 
to the Halberd sub-weapon and poke them with it as they try to climb up to your height. Since they are both 4 
LV. 1 enemies, they will be easily dispatched this way. That leaves just the lone Cyclops, which you should : 
engage and defeat in the same manner as the Mummy Heads. 





escue Mission RANKING 


The truth behind this seemingly impossible task is that if 
you keep all of the survivors alive, you'll most likely 
receive an A rank, or die trying... 


Leo... You helped all of them even though 
you are in the woret condition. Thank you. 











onus Weapon 


Now that the immediate threat to 
the colonists has been cancelled, | 
you may reward yourself with a i 
new sub-weapon. Move up to the | 
top of the area and destroy all the | 
Porters floating above the rooftops. Use the Sniper to avoid the hassle of repositioning Jehuty to destroy j 
each one manually. When the vector trap is released, a new item box will appear on top of the building off | 
to the left (Item b). It contains the passcode pass_comet, which will unlock the local server on the ground | 
below where the lone Cyclops was patrolling. Jehuty will obtain the comet.drvr program, which enables a | 

2: 

4 

| 





sub-weapon that homes in on fast-moving enemies. 





FACTORY.2 
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Enemy Squads: als 

Objective: Locate tunnel leading to vaccine 
CHECKLIST COMPLETE 
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Sub-weapon 


MUMMY HEAD MUMMY HEAD. 


Sub-weapon 
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SQUAD 5 


Sub-weapon 


SQUAD 6 


Sub-weapon 





Return to the computer processing area, FACTORY.2. This is an 
area that ADA pointed out to the unauthorized frame runner 
earlier. Near the entry point is a Metatron Ore box. However, due 
to the virus affecting ADA, Jehuty is still incapable of automati- 
cally repairing itself. Keep in mind that just one hit will destroy 
you in this present condition. 


Access the map and examine the patrol routes of the squads in 

the area. You should notice white arrows pointing to an under- 

ground corridor entrance in one of the trenches at the top of the 
Bi : diamond-shaped area. You must sneak over there without being 
ARGA CHANGE detected, as the squads in this area are all of a higher level and 


MISSION : will certainly annihilate Jehuty. 
OPTIONS bs 


Flying low along the road, stop a few feet from the tunnel and 
access the map again. You need to wait until the squad that is 
patrolling the area right above the tunnel entrance has turned 
around and is facing away from the entrance. Keep waiting and 
checking your map until the coast is clear, then dash into the 

trench and diagonally over to the tunnel. 
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MISSION 7: OBTAIN VACCINE FOR ADA VIRUS 


pass_vaccine 


Inside the tunnel you will find a 
pair of servers, and you will be sur- 
prised from above by a low-level 
Raptor. Use dash slashes to dodge 

and hit the frame, and you will receive the pass_vaccine when it is destroyed. One of the servers below will be 
marked green now, and you can download the program vaccine.exec. 





I will now begin the ADA recovery process. This will take a few 
moments. Afterward, move to the other server even though it is 
marked red. You will still see that the passcodes pass_decoy1 
and pass_decoy2 are required to unlock it. This is something 
important to keep in mind... 








Fly back through the 
tunnel to the exterior. 
You may engage and 
destroy the multiple 
enemy squads circling 
the area, just to ensure 
that the system is back 
to full operational 
capacity. 
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Objective: Protect the survivors 
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Sub-weapon 






SQUAD 2 








SQUAD 3 






Metatron 
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Sub-weapon 





Status Update 


Following the delivery of the battle analysis for the enemy protecting the PARK.1 
area, you must assess the situation in the rest of the colony. A distress call has 
been sent out from CITY.1. This is the most important distress call of them all, 
since the enemy is attempting to destroy the colony shaft. If successful, the enemy 
will have succeeded in destroying the entire colony in one fell swoop. 















Naturally, a mystery item has appeared at EPS.1. If you pick up the item, the 
colony will suffer greatly. The item is of course a spare Mummy, but since your 
concern for other humans usually outweighs mission priorities you will probably 
not collect this useful item. 





! 


The final rescue mission of the game is quite possibly the easiest. Still, there is some slight strategy and skill 
required on your part. 


Without opening the map, the best strategy is to spot the closest squad that has Raptors or Mummy Heads 
and attack it. The first squad to your right should suffice. If the only member of the squad left is a Cyclops, 
escape from it and search for the next squad with Mummy Heads or Raptors. The easiest way to do this is to 
travel through the lower part of the shaft and scope out the squads from the center vantage point. When 
Cyclops frames are all that remain, the threat is ended and you can go from squad to squad eliminating them 
as you see fit. 


nee 





Persistent Destroyers 





The goal of the frames is not to fight with you, although they will do that to 
some extent when engaged. Oftentimes Raptors will go right back to attacking 
the column supports if you let them, so destroying all of the Raptors first is the 
priority. 









cue Mission Ranking 
If you are too slow and a single support column is destroyed, a survivor will 
be killed as well. Between the structural damage and casualty loss of just one 
blasted support, you will go straight from an A to a C ranking, no B’s about it. 
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ind a passcode for the server in FACTORY.2 
CHECKLIST COMPLETE 
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SQUAD 2 


Sub-weapon 


Metatron 


SQUAD 4 


pass_decoy1 


Reinforced Reinforced 


Upon entering the area, the system detects a reinforced enemy. You know what those are like... 


Move to the enemy squad marked “S” and “P”, and eliminate it to receive pass_decoy1. Due to the confined 
quarters, it is certain that backup forces will arrive swiftly. It would be wise to neutralize the other squads in 
the vicinity beforehand. 











ZONE 





OF 


THE 


ENDERS| 
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Enemy Squads: at cae 
Objective: Locate pass_decoy2 
CHECKLIST COMPLETE 
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UNAVAILABLE DUE TO STEALTH PROTECTION 


“SQUAD DAT. 


Another Twist in the Poth... 


I detect that the enemies in the area are in stealth mode. Without the proper module, the lock-on function will fail 
and the enemy will have the advantage. Leave the area immediately or be helplessly rendered asunder. Before you 
depart, check the map of the area. A squad marked as bearing a passcode is waiting in backup mode just outside 
the area. It will only enter the area when you have defeated one of the squads in stealth mode. The current situa- 
tion is hopeless; you must win, but cannot be victorious without an anti-stealth module. 
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Locate Single Sword Raptor 
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Sub-weapon 


The EPS.2 area is again full of enemies, and you 
may engage all of them if you feel it necessary — 
to level up some more. However, mission priori: 
ties indicate that you should sneak over to the — 
underground passage and go find the Raptor. 


Souens 
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Obtain detector.fcmd program from Single Sword Raptor 
CHECKLIST COMPLETE 





detector. femd 





EPS.2 TUNNEL 









You won't encounter any enemies at the junction points in the 
underground passage. Head toward the generator room, until the 
Raptor itself comes out to take you on. You have a score to set- 
tle with this thing...as do I. I am not accustomed to extracting 
payment for wrongs done to me in the past-is this revenge? 





When you destroy the Single Sword Raptor, ADA obtains the detector.fcmd module. You are now capable of 
locking-on to an enemy in stealth mode. The enemy's advantage is lost. 








The Greatest Sub-Wesapon 
Now that Jehuty can see what couldn’t be seen, you will notice a series of Porters lined up in a column imme 
diately outside the tunnel entrance. Blast them as you rise, and an item box will be revealed floating in the a 
on top. Extract the passcode pass gauntlet from it. The local server can now be unlocked to obtain 

gauntlet.drvr. This is the most powerful sub-weapon in the game, and is used in several boss fight strategies 
listed in this manual. Stock up on ammunition and keep it handy... 
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SQUAD 8 


Sub-weapon 





SQUAD 9 


pass_decoy2 


SQUAD 10 


Sub-weapon 





SQUAD 11 


In order to reduce damage to the surrounding area, do not take on every enemy in 

the area. With the Sniper, attack the squad that is patrolling close to where the 

enemy holding the passcode (Squad 9) is waiting. Fight and destroy this enemy 

over the; riverbed, and then move to engage the reinforced enemy. Not being able 

to-see them is a handicap, but one you can overcome with lots of close-quarters 
Obtai: e 
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Obtain the Decoy Program 
CHECKLIST COMPLETE 


Metatron 


Dae eee 


Sl 





ence freee 


SQUAD 1 


SQUAD 2 


Metatron 


SQUAD 3 


Sub-weapon 


SQUAD 4 


Sub-weapon 





SQUAD 5 


Sub-weapon 





SQUAD 6 


Sub-weapon 


* Leader 


















Sub-weapon 


MISSION SUB-CHECKLIST 

Enemy Squads: a 

Local Servers: 2 

Objective: CO) ohecyinimelcLoonvAcl aan) corer clin 

















previously 
vaccine.exec 


d 





decoy.drvr 





Metatron 


porters sprinkled all around the large area. Ignore that for now and sneak or fight your way into back into the 
underground passage. Yet another lone Raptor will surprise attack you from above. Now you can download 
decoy-drvr from the second local server. This sub-item allows you to place an electronic duplicate of Jehuty in a 
location while you move to another. This way, an enemy relying on electronic sensors to fire its weapons will lock 
on to the decoy, affording you the opportunity to attack! You are now properly prepared to defeat the enemy in — 
the PARK.1 
area. Now 
you just need 
to obtain 
some Decoys. 


And The Final Vector Trap 


Exit the underground corridor and destroy any nearby enemies. 
Using the Sniper, start aiming and shooting the glowing green 
dots on the horizon. This is the best way to hit them without 
damaging the closely surrounding properties. The area is so large 
that you will have to move around to the other side of the large 
central building. Since this will take some time, I recommend dis- 
abling all the enemy frames in the area first. 


When the vector trap finally 

unlocks, a new red item box 

will appear in the top corner 

of the area. It contains exactly 

what you are looking for-five 

Decoys. You are now fully 

prepared to defeat the Orbital Five Decoys might suffice in 

Frame in PARK.1. I recommend the upcoming boss battle, or 

leaving the area and saving it might not. If you leave the 

your game beforehand. FACTORY.2 area and return 
immediately, you can obtain 
another five Decoys. Ten is 
the full quantity of Decoys 
that Jehuty can store, and it 
is recommended that you 
have that amount before fac- 
ing the enemy in the Park. 





FACTORY.2 
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Enemy Bosses: ; 1 

Objective: Defeat the Beam Cannon Orbital Frame 



















TYRANT 


TYRANT 


Please save your game before engag- 


ing the Tyrant. This boss can be quite crema 


Wal Soe, 





tricky to overcome, and it may take 
more than one try. Since Continues 
count so heavily against your final ranking, you should Exit to the 
title screen if you get killed and reload the saved game. 


After a few taunts from 
your psychotic enemy, 
perform a dash flip high 
into the air. If you 
haven't been using dash 
flips previously, now is the time to learn. A dash flip can be execut- 
ed by firing the thrusters while ascending or descending. Press TRI- 
ANGLE to move upward, then hit the R2 button. Jehuty will flip 
upward, which is a much faster way of ascending. You will need to 
use dash flips quite heavily throughout the second half of this boss 
fight. 





To keep the property damage at a minimum, you must maintain the maximum altitude at all times. This way, 
Tyrant will fire its beams directly over the buildings, and the colony will take less damage. 












































MISSION 8: DEFEAT THE ENEMY BLOCKING ACCESS TO MOUNTAIN.1 AREA 






. or right to avoid the ThLitiple energy streams 
fired from the ony beam cannon. When Tyrant has three beams going, stop 
and fire a burst shot at the cannon. Tyrant will take major damage. The secondary 
beam cannon is his weak point, so you can only attack Tyrant from the front. 


Quite soon, one of the enemy's aerial cannons will lock- 
on to Jehuty. Immediately drop a Decoy, and dash to the 
side so that Jehuty is directly in front of Tyrant. While 
the aerial cannon is destroying the Decoy, you can sur- 
prise Tyrant with one or two burst shots fired directly 
into the cannon. Immediately dash left or right to avoid 
the retaliatory counterattack. 





Tyrant’s other attacks involve firing a swarm of homing missiles at you and releasing energy probes. The mis- 
siles can be deflected with your energy shield, but the probes can only be evaded by continuously dashing left 
or right. If a probe reaches you, 
Jehuty will be rendered immobile and 
siphon Metatron from it. If this 
occurs, rapidly press the buttons and 
wriggle the Left Analog Stick to get 
free as soon as possible. To rid your- 
self of these floating traps, simply fire 
a long ranged attack of three shots 
through the group. 








The first round with Tyrant couldn't be easier. But things get nasty very 
quickly. At 50% integrity, Tyrant converts into a high-speed attack 
craft. With this change in attack strategy, its fighting style now 
changes completely. 





Again, immediately do a dash flip 
high into the air. You will notice that 
Tyrant will also ascend then charge 
directly at you. By rising to a higher 
altitude, you avoid letting Tyrant 
crush any buildings in its path. As it 
comes, release another Decoy and 
dash right or left. Tyrant will charge at the Decoy instead of you. Now that you have drawn the enemy away 
from the buildings, get ready to duck its next charge. When Tyrant engages its forward shields and flies at you 
downward dash flip, so that Jehuty rolls across the surface. The boss will pass overhead 
































Quite typically, after one or two charges, Tyrant will settle 
and start firing weapons again. As soon as it drops its for- 
ward shields, you can target and hit it some more. Once 
again, Tyrant can only be attacked from the front. Assaults 
are a lot more difficult to manage in this round. The frame 
will perform two types of attacks, without much pause in 
between. You may only have time for a dash shot before you 
have to defend yourself against the next attack. Or, you can inflict great damage by firing a Gauntlet sub- 
weapon. But you have to hit the cannon almost as soon as Tyrant’s forward shields are lowered. 





After firing a few shots in your direction, Tyrant will raise ~ 
its forward shields and charge again. At medium altitude, 
you can dash flip up or down to dodge the assault. But 
Tyrant gets wise to your strategy and will turn more 
quickly to charge again, allowing you little room to 
maneuver. After your first dash flip, move up or down 
slightly so that you are back at medium altitude. This wa 
you can dash flip up or down to avoid another charge. If you remain too high or too low, you become more 
vulnerable to damage from the next charge. When Tyrant successfully collides with Jehuty, it results in major 
damage only to you. Do not attempt to attack while the enemy is charging. For some reason, burst shots will 
not penetrate Tyrant’s forward shield. 








Once you outmaneuver Tyrant a few more times in this bullfight, 
he will settle into a position and fire shots again. Keep using 
these opportunities to fire back at his unprotected cannon. 
Follow this pattern of dodging his charges, attacking only when 
he settles. Use those Gauntlets wisely, since they do considerabl 
damage. 





If you are reduced to 25% integrity or less, leave the area and repair Jehuty. Return to the FACTORY.2 area 
and collect the Metatron Ore near the entrance point. Remember to refill on Decoys too, since the boss 
fight starts over completely from scratch. 
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Neith (boss) 
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Following the fall of Tyrant, a message is received from the 
Atlantis. A skilled frame runner named Thunderheart insults Leo 
for a little while, and then asks him to bring Jehuty to the 
underground warehouse in the MOUNTAIN.1 area. An unseen 
enemy fires a Particle Projection Cannon. You will have to navi- 
gate through the canyons and canals below the mountain in 
order to approach the area. 









Before continuing onward, notice that a mystery item has appeared at the PARK.1 area. Since there are no 
concurrent SOS calls, you may return to the park and collect the Mummy item. You'll need an ample supply of 
the Mummy sub-weapon for the battle ahead. Returning to the FACTORY.2 area to replenish Metatron and 
Decoys is also recommended. 










A blue box near the entry point contains Metatron Ore. Use it 
only if you still need to repair Jehuty after the Tyrant con- 
frontation. Otherwise, save the numerous Ores in the area until 
you really need them. 





PROGRANS 
Open the map and study the area. The canal to the right will 
AREA CHANGE 


lead you further into the area toward your destination. fasted 
However, there are a few item boxes and a local server to OPTIONS 
unlock in the left canyon. Take that route first, then back- 
track to the canal. 


In the terminology used herein, a “canyon” has a river bottom and a “canal” has a concrete 
bottom. 





sub-weapons. The first box contains Phalanx, Halberd one Comet ammo, while the second contains Javelin 
and Geyser ammo, plus ammo of an Unknown type. This is for the Bounder sub-weapon you do ont have yet, 
and we'll download the driver from the server at the end of this canyon. However, you will e 












Halberd. The second group is a batch of reinforced Cyclopes, and you'll have to engag 
the boxers. Utilize dash slashes at close range, and you should eliminate them without 
they were protecting at the base of the dam contains the passcode pass_bounder, whic 
server on the dam above. Download the program bounder.drvr, and now you have a usefu 
for upcoming boss fights. 








Return to the canal near the starting point and proceed upward until you find a hole in the canal wall. Go 
inside and collect the Decoy item from the red box. Jehuty will pinpoint a weak spot in the barrier. Rise in 
altitude just slightly and fire a burst shot at the target to obliterate the wall. Pass through into the next 


canyon. 





More surprise squads will appear out of nowhere as you continue through the canyon. Be aware of frames marked — 
*S" or “*”, and handle both situations accordingly. 











The red box in the middle of the river area contains Bounder, Comet and Gauntlet ammo. Fly through the 
canyon until you are facing the spot where white arrows are drawn on the map, pointing to the next canal. 
Lower your altitude until you pinpoint a large crack in the wall. Fire a burst shot to destroy each of the walls 
and pass through. 


The red box in the second 
canal contains Geyser, 
Halberd, and Gauntlet 
ammo. Metatron Ore can 
also be found along the 
way, although you'll have to 
fight a surprise squad for it. 





The canal finally opens out into a river canyon, and an extremely tough squad lies in ambush here. When 
you've mastered them, open the red item box below for Javelin and Phalanx ammo. Then proceed to the left 
passage, where another red item box contains a Mummy sub-item. Following this canal, you'll bend back 
toward the canyon and encounter a squad along the way. When the canal meets the river is another red box 
containing Bounder, Comet, and Decoy supplies. Instead of following the river, go through the last stretch of 
canal to the last red item box, containing Gauntlet and Mummy items. You should now be fully stocked on 
sub-weapon ammo, and for good reason. One difficult battle after the next occurs from here to the end of the 
mission. A last difficult squad remains to be dealt with, and a Metatron Ore box stands right in front of the 
destination tunnel. Make sure you are at full capacity before entering. 



























Nightraid is the crack aerial pilot who 
fired the Particle Projection Cannon. 
He will do the same a couple times aie 
toward the end of this battle, so be 

ready. 


NUBULA 


Ho, Mato fa you who 9 bat 





Using your lock-on wisely is the key to victory here. That, and a 
little skill with the thrusters, will take you a long way. The other 
requirement is patience, since Nebula remains invulnerable for 
most of the fight and you have to wait for an opportunity to 
strike back. 


The first half of the battle is no problem as usual. Nightraid does- 
n’t take you seriously as a frame runner and will not protect himself wisely from your counterattacks. He will 
soar into the area and launch a beam net, which will surround you with laser beams that gradually spin and ~ 
contract. You have to get out of the middle without getting hit by a beam. Simply press L1 to disengage your 
lock-on from the frame and use your judgement to fly toward an opening in the net. Then reengage lock-on 

and do an ascending dash flip toward Nebula, followed by a burst shot. After doing significant damage to the 
frame it will fly out of the area momentarily. However, it will leave behind a scattered array of orbital lasers, 

much like those used by Tempest. Dash continually in one direction to avoid these, and maintain your lock-on 
at Nebula so that you can see when it returns to the area. Wait until it stops and launches another laser net, 
and then attack again. Follow this pattern until you have reduced Nebula to 50%. 























MISSION 9: DELIVER JEHUTY TO THUNDERHEART 


forms and begins soaring into t 
like Tempest did. Nightraid then plunges his craft toward the surface and swoops upward at the last moment to 
a stationary position over the water. Although Nebula is not necessarily targeting you, if Jehuty is struck, major 
damage will result. Nebula then launches several attacks, during which time the frame is totally invulnerable. 
Your dodging and maneuvering skills will be tested throughout. Use short dashes to evade most attacks, and try 
not to fall out to long range. There are structures along the outer wall of the area that will impede your side- 
ways progress, and getting stuck on one of these will give the homing missiles and shots that Nebula fires a 
chance to catch up to you. There are some attacks that are completely unavoidable, so don’t panic if you take 
damage. Equip the Mummy and use it while Nebula is flying in the air above. Keep moving in a circular fashion 
while you are using the Mummy to repair Jehuty, so that the orbital lasers will miss their mark. The major attack 
you need to be careful of is the Particle Projection Cannon. Nebula is about to fire this when it brings together 
its two tentacles and generates a glow. Pick a direction and start dashing that way, and don’t stop until it stops 
firing the Particle Beam. This attack can reduce your frame’s integrity by up to 60%. 





The only time that Nebula becomes vulnerable during the second round is when the craft pauses momentarily 
to recharge. Nebula will stick its tail end outward, allowing you to target it and do major damage with several 
shots of the Bounder sub-weapon. When the lock-on automatically shifts back to the head, dash away and 
continue orbiting the circular area, dodging everything Nebula throws at Jehuty. You will just have to be 
patient and attack when your enemy affords you the opportunity. If you run out of Bounders, switch to using 
Gauntlets or just hit the tail with burst shots until the battle ends. 





One of the major problems with this fight is that if you are killed, you will have to use a Continue. Otherwise 
you will have to navigate through the entire MOUNTAIN.1 area again, if you saved your game just before 
entering the zone. 


Enemy Squads: 
Enemy Bosses: 1 } 
Objective: = Deliver Orbi 





The frame pilot Thunderheart does little to congratulate you for surviving Nebula’s assault. As Jehuty enters th 
underground warehouse area, you will be afforded the opportunity to save. It is wiser to do so, so that if you 
are killed in the next battle you can restart instead of using a detrimental Continue. 












Inside the Metatron warehouse, Viola has been waiting for an 
opportunity to ambush Jehuty once again. The queen of spee 
is the perfect match for your frame in every way. It will take 
solid strategy and some skill to survive. 


06) 


‘The quality of an Orbital Frame depends on 
how Qood the runner manipulates it, 
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NGEITH 


Viola is a true demon of the battlefield, 
but she is no more cautious than she 
was in your first encounter. The only 
thing you must avoid is a short-range 
duel, which Neith will ultimately win 
with a burst slash. 


Instead, maintain your distance from 
Neith and wait for her to fire a Comet at 
you. As it is about to reach you, dodge 
it using your thrusters and launch a 
dash attack. Keep launching dash 
attacks at her, and with this timing you 
should interrupt her as she repeatedly 
tries to launch another homing shot. 








When you have successfully reduced Neith by 25%, an unshakable lock-on will target Jehuty and the craft will 
be trapped in a vector net. This is unavoidable, and launching a Decoy does no good either. After some tense 
conversation, Leo does the unthinkable and saves both himself and Jehuty. You can skip this scene if you 
wish by pressing START. 





Continue the previous strategy of maintaining a safe distance from Neith at all times. If she is allowed to fire 
shots at you and they miss, there will be heavy damage to the surrounding ore cargo. To end the battle more 

quickly with less damage, fire Gauntlet shots at her. Not only will these destroy her long-range shots, but they 
will also do more considerable damage with each successful hit. 








Choenge of Heart, Thunderheaorte 

Thunderheart decides that Leo should keep piloting Jehuty. Of course, the boy is resistant, but situations arise 
which change his perspective. This manual cannot accurately predict what will happen, but you be sure 
that Viola will not take her humiliation lightly. ; 
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SQUAD 5 


Metatron 


Reinforced 


The squads in this area will not be indicated on the map. They roam freely and will encounter 
you when you are busy focusing on the deactivation of the bombs. 























Moving on to the HUB.1 sector, you will again be given a chance to save your 
data. The hardest mission yet is about to happen, followed by the most testing 

boss fight of the entire adventure. Therefore, it is highly recommended to record 
your data. 





Your mission is to prevent four bombs from destroyin 
control hub that keeps the colony from falling into Jupiter's 
atmosphere. Once Jehuty detects that a bomb has been armed in ~ 
the area, there will only be 60 seconds to find it and detonate it 
safely. Enemy patrols in the area will make this incredibly diffi- 

cult. You should destroy all enemies in the immediate vicinity of 
the bomb itself, and then work on safely deactivating the device, 





To detonate a bomb safely, set your sub-weapon to “None”. 
Skipping this step could lead to a very costly mistake; you might 
accidentally fire at the bomb and it will explode in your face. Get 
extremely close to the bomb and press the CIRCLE button to grab 
and hold it. A timer will appear on screen, and Jehuty must hold 
the bomb for five seconds without interruption to temporarily 
stop the countdown and safely detonate the device. Enemies can 
also strike the bomb to detonate it, and they will not hesitate t 
do so while you are holding it. This is why it is extremely impor: 
tant to clear the area of enemies first. 












Even if the timer of the bomb is at 0:01 when you grab hold of it, you will still be able to 
deactivate it. 


TIP 


If the 60-second timer runs out, or if someone accidentally detonates the bomb before it is safely deactivated, 
then damage will occur to the colony and your frame will take severe damage (even if you are nowhere near 
the bomb when it goes off). In Easy or Normal Difficulty modes, you will take 50% damage. In Hard or Very 
Hard modes, if a single bomb goes off you will be destroyed. 





Extreme Toectics 

An extremely technical analysis of the situation follows. At the 
outset, you will immediately encounter an enemy squad of 
Raptors but will not automatically lock-on to them. This is 
because safely detonating the bombs takes precedence and the 
combat system has been reprogrammed accordingly. Enemies 
encountered here will be of a variety of levels and squad types. 
Look for “S” and “*” markings on frames, and battle them 
accordingly. Refer to the Squad List to get an idea of what 
you'll be up against. 








You won't immediately lock-on to the squads as has happened in areas before. You must 


manually lock on with the L2 button before engaging them. 





Press L2 to lock onto the first squad and engage in battle. During the fighting, Jehuty will detect a bomb. 
Ignore the signal for now, and destroy the enemies. Immediately, a squad of Mummy Heads will approach. 
Take the time to eliminate the threat before taking on the bomb. Be aware of the time however. If the clock 
reaches the 15 second mark, it would be a good idea to leave the Mummy Heads and take care of the bomb. 
If you destroyed the Mummy Heads before turning your attention to the bomb, you should have a minor 


seakespite here. 











Fly around the area until another squad shows up. Destroy fast moving enemies such as Raptors and Cyclops, 
and leave behind the slower Mummy Head enemies in order to detonate the remaining two bombs. If one of 
the bombs is accidentally detonated, it won't affect you too much in Easy or Normal Modes if you maintain a 
high Metatron level. 
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Shortly after all four bombs have been safely detonated, Neith returns for 
another showdown. Due to the heavy damage she sustained from Jehuty’s last 
burst shot, her arms now float on either side in pieces, held together and con- 
ee id by the frame’s orbital field. This is Zombie Neith, the final obstacle 

" ti 
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ZOMBIE NE 


As opposed to the previous encounter, Zombie Neith has a 
greater advantage when fought at long range. Your priority is to 
move toward her quickly, dodging the double energy shots she 
throws at you. Charge at her and engage in a short-range duel. 
Your arm sword is much more powerful than her whip arms, and 
by performing swift dash slashes you will prevent her from 
launching a burst slash. Simply hack away at Zombie Neith, and 
you will be surprised at how quickly this strategy lowers her life 
bar. 





Not only has Viola become more unpredictable and aggressive, 
but the long-range capabilities of Zombie Neith have also 
become more deadly than ever. To begin with, Zombie Neith’s ~ 
burst shot consists of six energy orbs that converge and home 

in on the target. If you are unfortunate enough to be caught ~ 
with your shield down by one of these attacks, you will be < 
painfully aware of the new power that this frame wields. a 





Secondly, Neith’s trailing missile dash shot was blockable before the evolution. Now, if the blue trailing missile a 
catches you, even with your shield raised, Jehuty will be significantly damaged. To summarize the situation, 


both of Zombie Neith’s more powerful medium to long-range dash and burst shots will get through Jehuty’s _ 
shield. : 


Follow the advice given and engage Zombie Neith as closely as possible. Dash around to the side and give a 
dash slash of your own. Don’t be afraid to dash vertically and attack from the top or bottom either. Zombie 
Neith isn’t shielded from those angles and Viola’s temperament is volatile allowing this attack to be successful 
a good percentage of the time. 
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As Viola helplessly floats away from Antilia, a new Orbital Frame appears. Like look- 
i ing in an evil mirror, Jehuty is shaken by the sudden appearance of its more 

1 advanced prototype, Anubis. The pilot Nohman is the leader of the invasion force, 

| and his skills far surpass any of the enemies you have defeated. Combined with the 
enhanced features of the model, the combination of frame and pilot is an unbeat- 

| able opponent. 


Because the shield of Anubis is impenetrable by any of Jehuty’s weapons, you cannot do any damage to 
Anubis, nor are you meant to. Your sole priority in this encounter is to escape destruction long enough for the 
Atlantis to blast a hole in the hub wall for Jehuty to escape through. This will be more difficult than it sounds. 


Anubis has optic stealth capabilities and a hyperdrive system, allowing it to seem to disappear from one spot 
and reappear in another. Anubis uses this “teleportation” ability to move from long range to short range 
instantly, where it will capture Jehuty in a vector net and stab you with his battle lance. To avoid this, contin- 
uously execute short dashes. This will allow you to escape nearly every time Anubis tries to capture and stab 
Jehuty. 





/| After a certain amount of time, Anubis 
becomes tired of the cat and mouse. 
Anubis locks-on Jehuty, and a Decoy 
will not remove it. Anubis’ attack 
cripples Jehuty’s combat capabilities. 
Luckily, the Atlantis comes to the 
rescue. You just have to survive for another 15 actual seconds with Anubis, and then you can escape through 
the hole that Atlantis blasts in the wall. 








§ Farewell Antilia 


Mission complete. Jehuty will now be transported to Mars, to fulfill its true pur- 
/ pose. Will Leo fly with Jehuty again? Only a few sequels and a couple of anime 
| series’ will let us know... 
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INFORMATION 
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This section contains information on\secret features of the DVD- 
ROM, including clues about your final ranking in the game and 
extra modes of gameplay. 


OVERALL 


EVALUATION 


Complete a game of Zone of the 
Enders and, after the credits have 
finished, a “Results” screen will 
appear. 





The overall game completion ranking is determined as follows: 


l Highest Achievable Ranking 


HIGHEST ACHIEVABLE RANKING 
VERY HARD S 
HARD A 


NORMAL 
EASY € 
TAGLE COMPLETE 


2. Initial Deduction 


Number of Continues 


Points Deducted 
0) 

0.5 

om) 

TASLECOMPLETE 


Number of Continues 
0-4 


5-9 
10 or more 


SOS Mission Rating 
The Survivor rate rankings are given the following values: 


A=1,B=2,C=3,D=4andE=8 


The following table shows how points are deducted dependent 
upon the sum of the values of all Survivor Rate scores. 
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Points Deducted 
0) 

0.5 

1.0 

1.5 

TAEWERDMEOETE 


Survivor Rate Value Sum 
5-9 
10-14 


15-39 
40 or more 





As an example, if you get all A’s on the SOS missions, you'll 
have a total of 5 points. This will give you a 0.0 point deduc- 
tion. However, if you get four B’s and an E, you'll achieve a 
total of 16 points. This, in turn, will give you a 1.0 point 
deduction. 


Overall Deduction 


The sum of the Continue Deduction Points and Survivor Rate 
Deduction Points is rounded up and then lowers the ranking by 
than number. 





For example, if the player completes the game in NORMAL mode 
(highest ranking is B) with 6 continues (0.5 point deduction) 
and a survivor rate value of 24 (1 point deduction), the sum is 
1.5. This is rounded up to 2. 


The overall ranking goes down 2 ranks from the maximum (B) 
and the player is given a D ranking. 


UNLOCKING 
FRAMES 





The first time the game is completed, Versus Mode becomes 
unlocked but two frames and two areas still remain unavailable. 
Finish the game a second time and the two remaining frames 
(the Single Sword Raptor and Zombie Neith) will become avail- 
able, along with the last two areas (WAREHOUSE.1 and HUB.1) 


ALTERNATE ENDING 


THEME 





Achieve an A rank in all the SOS missions on any difficulty set- 
ting and a different ending theme will play as the credits roll. 


VERSUS MODE 
DESCRIPTION 


This section contains information about going head to head 
the CPU or a friend 



























CHAPTER 5: SECRET INFORMATION FOR Z.O.E. 


MENU SETTIN 












Select Versus Mode from the start menu. You can play alone against the system (1 player vs. COM), or one on one (1 player vs. 2 
player). You will need to plug an additional PlayStation2 compatible Dual Shock2 controller into the second port in order to select the 
multiplayer option. 


Move the cursor left or right to the frame you wish to play as. Then select the level of the 
frame by moving the line of white dashes to the left or right. The maximum power of any 

frame is LV. 8. As explained previously, frame level determines the length of the Metatron 

life bar and the power of the frame's attacks. 


Finally select the location from the choices at the bottom, and after a brief loading period 
battle will commence. 


Opponents fight on the same screen. Player 1 starts at the forefront of the screen and 
player 2 or COM player in the background. However, player 2 or COM player can will 
mastery of the screen by skillfully maneuvering around player 1 to the forefront. 











What's great about the areas in Versus Mode is that whatever buildings or structures get in the way are incidental. Damage to the 
surroundings is not counted against anyone. Feel free to unleash the true powers of your Orbital Frame and go at it. 
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available from the publishers themselves. 
{f you come across anyone selling releases from 
this site, please do not support them and do let us know. 
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